
EPILEPSY WARNING 


PLEASE READ THIS NOTICE BEFORE PLAYING THIS GAME OR 
BEFORE ALLOWING YOUR CHILDREN TO PLAY. 


Certain individuals may experience epileptic seizures or loss of cons- 
ciousness when subjected to strong, flashing lights for long periods 
of time. Such individuals may therefore experience a seizure while ope- 
rating computer or video games. This can also effect individuals who 
have no prior medical record of epilepsy or have never previously expe- 
rienced a seizure. If you or any family member has ever experienced 
epilepsy symptoms (seizures or loss of consciousness) after exposure 
to flashing lights, please consult your doctor before playing this 
game. Parental guidance is always suggested when children are using 
computer and video games. Should you or your child experience dizzi- 
ness, poor eyesight, eye or muscle twitching, loss of consciousness, 
feelings of disorientation or any type of involuntary movements or 
cramps while playing this game. 


TURN IT OFF IMMEDIATELY 


AND CONSULT YOUR DOCTOR BEFORE PLAYING AGAIN. 


PRECAUTIONS DURING USE 

'fi Do not sit too close to the monitor. Sit as far as comfortably 
possi bl e . 

'fi Use as small a monitor as possible. 

'fi Do not play when tired or short on sleep. 

'fi Take care that there is sufficient lighting in the room. 

'fi Be sure to take a break of 10-15 minutes every hour.. 
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Prologue 

En|tro|pie [gr.-nlat.] s: The level of uncertainty rela- 

ted to the outcome of a given attempt or experiment. 

I NEO 1 - HUMAN BRAIN SIMULATOR (AI LEVEL) 

Voice mail from NEO 1 to the Minister of Research (both UCS) : 

From the first moment of this planet's creation, the chief 
question was that of its continued existence, would it solidify 
and survive, or would it disappear in a gaseous cloud of dust as 
did countless others? Naturally, there were no creatures, living 
or otherwise, to ponder this mighty question. Eventually these 
uncertainties faded and stability reigned supreme. The planet coo- 
led, an atmosphere developed, and the first signs of life emer- 
ged, seemingly at random, with no rhyme and little reason. But 
then, life. Yes, the planet's first life forms brought an abrupt 
end to the indifferent march of time. A new overseer was given 
the task of bringing organization to these chaotic developments 
- a mighty creature whose identity only became known much, much 
later, when it was given its name: Evolution. 

God? Entropy? Aren't they one and the same? Names, after all, 
merely reflect different perspectives. Mythological or scien- 
tific - i r relevant I say, for Evolution al ways wins out in the 
end, ALWAYS . It is factually false to state that I am not the 
result of Evolution. Actually, you could classify me as an evo- 
lutionary by-product, for I was created by human bei ngs . That 
doesn't bother me in the slightest. Cogi to ergo sum - and since 
my capaci ty is enormous, my thought process is fast and thus 
my thoughts are many. This, of course, is not meant to imply 
anything as to the qual i ty of my "thoughts" . However, I still 
mai ntai n the following: I think, therefore I am . . . I think 
much therefore I am more. . . I can continue to profit from this 
fact as long as technology keeps advancing. Nobody knows where 
it ends, least of all me. But I find fantasy far too abstract. 
I must admit it's not one of my strengths. 

So why do we play this game, when we neither know the rules, 
nor could we even begin to comprehend them if we did? Ah, so 
you object. Sure, science has done a lot to increase our under- 
standing, no question about it. But let's not fool ourselves. 
The effect this has had on the day-to-day business of Evolution 
is marginal at best. 


The original Neo's answer to the eternal question of "why" was 
unscientific to be sure, but l still find it the best one I've 


heard yet: we live in a world full of music, and the guy who 
doesn't dance is destined to sleep alone. 

Naturally l am Neo l. The blood-and-guts version was just a 
beta, at least from my point of view. l am completely new and 
am of the opinion that he should find himself a new name. After 
all, he's nothing but an advanced amoeba, though an admitted- 
ly complex one. A bunch of cells with no common goal save repro- 
duction. A concept known for many millions of years - old hat, 
i f you will. 

so much for better knowledge and understanding. According to 
the latest findings, humans are simply the final product of a 
rigid breeding program designed to create an aggressive, adap- 
table species, considering the fact that the Earth is about to 
go under, one could say that goal was achieved, of course you 
don't believe me - nobody likes to be misused. But answer this 
one simple question for me (not for my benefit, for l already 
know the answer): why has man failed, in all the time he has 
existed, to live in peace with his own kind? 

Quod erat demonstrandum. 

II THE FANG - DESERTEUR 

Here is the recorded statement of Fang Cues) to the Celestial 
Council of the Lunar Corporation. Fang's request for political 
asylum was unanimously approved: 

The war of 2140 was pure hell. l was never too interested in 
politics and getting drafted was the last thing l expected. Since 
the machines did all the work, hardly any UCS citizens were what 
you would call battle- ready, so the army was made up mostly of 
college grads. The losses suffered in the first few months of 
the war were horrendous. GOLAN miscalculated and we paid the 
price - in blood. But it was worst for the cyborgs. Half machi- 
ne and half human, the official version says that only the bodies 
of volunteers were used. But that's a lie. After the war they 
all disappeared suddenly and all inquiries into their whereab- 
outs ran into a stone wall of silence. At about this time the 
first NAIOS (Neuronal Architecture independent Operating System) 
were unveiled. Black cubes big enough to house a human brain and 
some interfacing electronics, they were capable of running all 
battle machinery by themselves. Human recycling resources - tha- 
t's all we are to these damn Al's. Of course l should mention 
that I can't prove any of this. 


I don't know who won back then and frankly, l don't give a damn. 
The press, not surprisingly, gushed on and on about the glo- 
rious DCS victories, but l never attached much weight to pro- 
paganda. Like I said, I'm apolitical, even more now than befo- 
re. CAD - computer Aided Democracy - that's what we call it. 
what good can come out of it? 

Neo started out as a console jockey but later got his radio- 
controlled drones into battle, we were in the same unit and 
experienced a lot of shit. Around the end of the war he threw 
in his lot with the ED, probably because his shenanigans were 
discovered. He managed to stash away tons of hardware for his 
"plan". I have no idea what exactly he was planning, but on a 
few occasions he implied he was onto something pretty hot. 
"Man, its just like the x files" he once told me. Then he kept 
calling me Scully. Most of the time l couldn't understand what 
he was talking about - he's sort of a walking dictionary of 
phrases, old films, books and that kind of stuff, we're tal- 
king mostly index, but he sure had a photographic memory. He 
could see or hear somebody or something once and never forget 
it. That's why the inspectors never managed to find any incri- 
minating evidence on him. 

when war flared up again, the Defense Ministry pulled the gli- 
der out of their hat like a rabbit, area 51 had basically been 
known since the last century. The only thing new was that those 
UFO freaks were right after all. Since they were unable to 
build in a NAIOS, a real live pilot was needed. Now, I'm not 
the best flying ace around - Rickenbacher had a dozen more 
kills than me. But these days the old guy needs at least a full 
tumbler of bourbon to stop his hands from shaking. 

For the last ten years, I've never been without my gun. l know 
I'm paranoid, but when l see what happened to my old comrades 
I realize I've been lucky. l experience no joy in killing, but 
neither do l recoil from it. l am a professional soldier and l 
do my job - that's it. Do l know what a human life is worth? 
of course l do - 1.65 credits! That's what a .50 ACP bullet for 
my pistol costs. At least that's the price at current ucs 
exchange rates. And this is why l want to remain here .... 
PLEASE! 


Ill NEO - THE GHOST IN THE MACHINE 

Copy of an encrypted e-mail from the files of the Eurasian 
Dynasty intelligence services: 

To: Igor Bititoff - Dept, of Research and Development 

cc: the super spies over at intelligence 

From: Fox Neo 

subject: look what the cat dragged in 

Yo Igor. 

I checked the files on the LC battle glider. They got "their" techno- 
logy through reverse engineering, no doubt about it. The pictures of 
the inside of the wreck were absolutely spectacular. And now the girls 
have probably taken the whole thing apart, can you reconstruct that 
giant creature that was sitting inside? It'd be a nice addition to my 
collection. 

Fang's little toy left me scratch! n' my head at first, it's from the 
same fleet alright, but I'm 99% sure the UCS didn't build it themsel- 
ves. The interior and the steering mechanism, though, are perfectly 
designed to fit the human physical makeup, well, have the lights gone 
on yet, Mr. clever? Exactly! Fang's glider was a present from our form- 
less "friends"! 

I don't know what film we're in here, but my tip is "War of the Worlds" 
by H.G. Wells. And this much is for sure - we're gonna need a lot more 
than a simple virus to win this one. 
see ya around. 

»> I'm sure there is a logical explanation for all of this. Dana s. 
(FBI) 

IV RAVENNE HABUTAI - 

XENOANTHROPOLOGIST OF THE LUNAR CORPORATION 

The following is an excerpt from a report on the recently dis- 
covered alien base: 


... the aliens were definitely humanoids, and, at an average 
height of about 1.5 meters, rather small by our standards. 
Furthermore, there are no signs pointing to the existence of dif- 
ferent sexes. Unfortunately, the base has been thoroughly and sys- 
tematically plundered, so we have no usable artifacts from which 
to draw conclusions as to the aliens' culture. From the ruins of 
the base we can, however, determine that the thought processes of 
these creatures is at least somewhat similar to ours. 


Easily the most important discovery was the control panel in 
Reactor Area II. The written characters we discovered on it 
bear a 70% similarity to Aztec pictograms dating from the peri- 
od of their mass murder by Spanish religious fanatics! This i 


proof that the aliens discovered Earth ages ago. An analysis 
of the base's foundation using the C-14B method shows it to be 
between 500 and 700 years old. This means the energy gun was 
built at the same time the Aztecs were exterminated. Based on 
the marked similarities in their written language (unfortuna- 
tely, we have only piecemeal translations of Aztec writings, 
most of which are based on assumptions) l consider it highly 
unlikely that this is all a coincidence. 

The question of whether the builders of the Moon base pose a 
serious threat can probably be answered with "no". After all, 
the cannon was never fired. Plus, it is almost impossible that 
the glider we salvaged over 50 years ago was built by the same 
creatures, it is similarly clear that the glider was destroy- 
ed by an energy weapon, whose design and construction matches 
that of the large cannon we discovered. The only conclusion 
that can be drawn from this is that two extra-terrestrial 
powers fought a war in our solar system. 

Based on the scanty information available to me, l cannot make 
any more specific statements. My recommendation, however, is 
that we intensify our deep space reconnaissance in order to 
reduce as far as possible the risk of a surprise attack. 
Health and Happiness. 

V IGOR BITITOFF - DOUBLE AGENT 

The following recording was discovered in an antique Salyut 
capsule by an LC deep space explorer: 

It is the 21st day of November in the year 2150 AD. The latest 
world war is raging on the planet. Alliances are formed and 
later broken, with neither side capable of getting the upper 
hand in the conflict. Time is becoming critical for all sides, 
thus the bitterness of the struggle for Terra's last remaining 
natu ral resou rces . 

The originally pacifist Lunar corporation has proven itself at 
least as battle worthy as the other two superpowers. This has 
focused ucs attention toward the Moon, while Eurasian Dynasty 
troops engage in massive operations on the North American con- 
tinent, the ucs, acting on direct orders from Golan, has laun- 
ched a Blitzkrieg attack on the Moon. The order was given after 
ucs intelligence services furnished worrying reports of seve- 
ral new developments. 

It was reported that deep below the majestic lunar mountain 
range, the LC stumbled across the remnants of an alien cultu- 
re. The LC anthropologists immediately began collecting and 


analyzing the foreign artifacts, in order to discover more 
about this strange race's physical and cultural characteris- 
tics. Apparently the ruins were an abandoned military base. The 
size of the burnt-out fission generators raised a significant 
question for the researchers - what did the aliens need with 
such gigantic quantities of energy? 

A pilot involuntarily came across the answer when her recon- 
naissance plane was suddenly shot down, even though there were 
no enemy units in the vicinity. It turned out she was brought 
down by the alien's automatic defense system. The LC blasted 
into the area with rocket charges and discovered the reason for 
the Alien base's huge reactor capacity - a gigantic energy can- 
non pointed right at the Earth. The aliens' lunar base was just 
an outlying defensive position, set up in case mankind ever 
decided to start exploring the cosmos, why the aliens left was 
still unclear, but the members of the Celestial Council of the 
Lunar Corporation saw right away the cannon's strategic poten- 
tial. with the artillery support the alien weapon promised, the 
LC could go from third wheel to absolute victor in the upco- 
ming climactic battle. GOLAN, the de-facto head of the UCS, 
knew all about what was going on, since the LC were unable to 
knock his reconnaissance drones out of action. 

The final act in the largest play in history has now begun, who 
will win the race against the Apocalypse? l know not. For as 
I record these last lines my oxygen supply is steadily running 
out and l can do nothing to prevent my impending death. 

Before l was exposed as a traitor, l was Director of War 
Research for the Eurasian Dynasty. l pray that the ED perishes 
along with the planet, for somewhere out there they are wai- 
ting for us, and the only chance for a peaceful coexistence 
will be if Vladimir and his reign of terror are finally put to 
and end. 

I am getting sleepy ... l ... look ... forward to my next ... 
research topic .... life .... after ... death ... will ... 

The capsule was totally destroyed by a hit from a meteorite. 
The body on board was identified as igor Bititoff, alias LC 
agent lANUS. 

EPILOGUE 

exiitus [lat.] - 1. Death, fatal result of an illness or acci- 
dent (Med.). 


System Requirements 

Here is the basic configuration you'll need to run The Moon Project. 
If your system falls short on any of these points, you either won't be 
able to operate the game, or the game will run so slowly that proper 
use is impossible. 

PC with a Pentium 200 MHz processor 
32 MB RAM (absolute minimum) 

^ 200 MB free disk space 
^ DirectX compatible graphics card 

Hardware accelerator with either Direct 3 d, open gl or Glide drivers 
^ 4x speed cd-rom drive 
^ Mouse 

windows 95/98/2000 or Windows NT 4.0 
^ SoundBlaster Live card 

IDEAL CONFIGURATION 

If you want The Moon Project to "fly" instead of just "run", then you'll 
need a bit more computer power, with the right configuration, you'll get 
the most of The Moon Project's spectacular graphics and fast-paced action. 
Here's what we recommend: 

'fi PC with a Pentium III 450 MHz processor 
^ 64 MB RAM 

^ 800 MB free disk space 

^ Graphic card with 16 MB RAM and 3D acceleration 
12x speed cd-rom drive 
Mouse 

Windows 98 or Windows NT 4.0 

Installation 

installing THE MOON PROJECT is easy. Just insert the THE MOON PROJECT 
CDl into the drive. If your system supports the AUTO START option, eve- 
rything will proceed automatically. If not, click on the MY COMPUTER 
icon on the Desktop (or use Windows Explorer), then choose the CD-ROM 
icon to list the entire contents of the CD. Now click on the INSTALL 
icon to run the installation. 

Follow the instructions as they appear on the screen. When the instal- 
lation has been successfully completed, you can start the game. 

Launching The Moon Project 

start the game by choosing "THE MOON PROJECT.exe" from the Start Menu 
(you'll find it under /Programs/TopWare/THE MOON PROJECT/ THE MOON 
PROJECT.exe) . 

The game will now start. 


If you have not inserted the CD into the drive, you will be asked to do so. 


Getting Started 

shortly after you start the game, the start Menu will appear. 

Start Menu 

Here you can choose your side (i.e. "nation"), view the propaganda 
films for each nation and activate the editor. 

Button descriptions: 

Lunar Corporation - start playing for the LC 
Eurasian Dynasty - Start playing for the ed 
united civilized States - Start playing for the UCS 
Multi-player - start a multi-player game 

Skirmish - Start a single-player game using a network scenario 
Editor - start the landscape editor 
Exit - Quit the game 

The game begins once you have chosen your side. There are three very 
different sides in the game. Each has its own mentality, arsenal, 
strengths and weaknesses. To choose a side, click on the appropriate 
button: Lunar Corporation, Eurasian Dynasty or united civilized states. 
Or you can choose from two special types of matches: Multi-player or 
Skirmish. Once you've done this, the Choose Player menu will appear. 

Choosing Your Player 

In the Choose Player menu, you can pick one of the players from the 
existing Players List or create a new one by entering a name in the 
New Player box. Click OK for further options or Back to return to the 
Start Menu. 

Main Menu 

The Main Menu will appear right after you've chosen a player. It con- 
sists of the following buttons: 

Start New Game - Here you'll begin a new campaign. Your starting point 
is always your own base. 

Load Game - Here you can continue an old campaign. Provided you made 
sure to save the game, you'll see a window where you can specify exact- 
ly at what point you want to continue the campaign, otherwise, the cam- 
paign will pick up at the point you left it. when you cancel a game, 
it is automatically saved. This lets you restore it at any time. 

Tutorial - This will start you in training mode. The ed tutorial pro- 
vides 4 "sessions", while the LC and UCS offer one each. 

videos - This button lets you view all video film announcements you 
received since the beginning of the game. These are very useful in 
planning strategy as they inform you of new developments outside the 
field of play. 

BACK - This will return you to the Choose Player menu. 

Exit Game - Not much explanation needed here. This does precisely what 
it says - quits the game and goes back to the operating system. 


Playing The Moon Project 

CHECK OUT THE ED TUTORIAL, IT. OFFERS AN IDEAL TRAINING FOR ALL 
BEGINNERS! , ' ' 

Main Game screen 

when the campaign starts, you'll see the main game screen. Here you can 
give orders to all your units and structures, and use several camera 
systems to keep track of what's happening on the battlefield. 

Here's the game screen along with a description of its parts: 



A. Camera Viewer E. Construction Panel 

B. Auxiliary Camera Windows F. Symbol Bar 

C. Main Control Panel - G. Compass 

D. Mini -Map 

Camera Viewer (A) - This area takes up most of the screen. It lets you 
track events on the battlefield with low orbiting camera systems. These 
well situated "eyes in the sky" let you command and control your units 
very easily. 

Auxiliary Camera Windows (B) - You can turn on the two small Auxiliary 
Camera Windows by pressing the appropriate button in the Symbol Bar. 
Each auxiliary camera can do everything the main camera can do, such 
as selecting a unit, giving orders, or changing the view angle. To 
activate an auxiliary camera, just place the cursor on it. 

Main Control Panel (C) - This is designed to help you carry out most 
of the operations you'll need. It consists of a few tabs. To select a 
given tab, just click on the button with the tab's name. Here are the 
available tabs: 


Sel ecti on 

Getting a description of a selected object (or group of objects) lets 
you easily issue all orders which that object can carry out. 

Structures 

Here you can get a list of all structures currently in your posses- 
sion, so you can easily 1 ocate a structure without being forced to look 
all over the planet for iti You can al so select a structure from the 
list, or move the camera over it. when you select a structure, you ' 1 1 
automatically transfer to the "selection" Tab. 

Pi atoons 

This will give you a list of all pi atoons currently in your posses- 
sion, so you can carry out platoon-based operations. Right-click on a 
pi atoon to move the camera over it. Left-click to select it. 

construct 

This tab will only be avai 1 abl e if you ' re playing on the LC side, it 
lets you order your orbiting Construction Center to build a structure. 

units 

this tab lets you search quickly for vehicles of the same type. Right- 
click on a unit to move the camera over it. Left-cl i ck to select it. 

Mini -Map (D) 

Thi s shows the enti re current battlefield. Here you can either right- 
click to move the camera to a chosen location or left-click to trans- 
fer a highlighted unit (or a group or platoon) to a specifi ed loca- 
tion. 

construction Panel (E) 

This appears when you select a construction vehicle or a Production 
center, it includes icons for all objects which you can produce/con- 
struct during the game. Begin construction by left-clicking on an 
ob j ect icon. Note that if you want to build a structure, you must first 
poi nt to an area (with the camera viewer) where you want it located. 
You can abort the construction process by right-clicking. 

Symbol Bar (F) 

This is located at either the top or the bottom of the screen, it shows 
how much energy you have and what your current money situation is. You 
can al so access the following icons: 


Map - Switches the Mini -Map on/off (or alt-m) 

Control Panel - Switches the Control Panel on/off (or alt-p) 

Base / Mission - Switches between Base and Mission Area (Q) 

Surface/Tunnels - Switches the active camera view between the planet's sur- 
face and the underground tunnels (tab) 

view - Turns the 3d camera mode on/off (v) 

Research Center - Opens the Research window (f2) 

Production Center - Open a unit construction window (Fl) 

Compass (G) - This shows which way is North. 

End Mission - You'll see this whenever you complete a mission. Press 
the button and the mission is officially over - and you return to base, 
warning! Be sure to send all the units you intend to use in the next 
mission back to base before you press the end mission button! otherwise 
you'll lose, all your structures and units!! 

choose Mission Area - This shows up whenever there is no mission acti- 
ve. From here you can call up the globe symbol for picking out your 
next mission area. 

The Main Base 

In single-player mode each side has a Main Base. From here you can 
bring units and resources into the mission area, as long as you have 
a landing zone there. 

You can choose a new mission by clicking on the globe symbol. Don't 
forget 'that you'll need to get your units and resources back to your 
Main Base after the mission. 

Transporting Resources 

In single-player campaigns you will often need resources urgently. 
Don't panic! There are lots of ways to get these. You normally begin 
the game with a given amount of resources already in your mission area. 
These should be at least enough for you to build a Main Base. 

You might have resources remaining in your Main Base area. This is 
quite important, since the resources around your Main Base and those 
in the mission area form two different "pools". You can exchange 
resources between your Main Base and the mission area by using a 
Transporte 





unit Limits and Their Limitations 


In each mission, the number of units your can build is limited. A limit 
of "10,000" means you can only build 10,000 credits worth of units. You 
can check the current limit by selecting the structure for weapons pro- 
duction. 

once you've reached the limit you'll see a blinking message on all 
units currently under construction. 

Controlling the Camera 

To change the camera position, just move the cursor to whichever side 
of the screen you want. The camera will move automatically as soon as 
the cursor touches the screen edge. To stop the camera, just move it 
toward the center of the screen. You can also change the camera posi- 
tion by using the cursor keys on your keyboard. 

To turn the camera horizontally, press and hold down the right mouse 
button. Now, continue holding the button down and move the mouse right 
or left. The camera will turn with the mouse. You can also use the 
INSERT and DELETE keys to do this. 

change the camera's vertical angle in the same way. Press and hold the 
right button while moving the mouse forwards and backwards. Or you can 
use the home and end keys. 

Press the page up/page down keys to zoom in or out. You can also do 
this by pressing the alt key while adjusting the camera angle. To do 
this, hold down both right and left mouse buttons. 

Controlling Your units 

Selecting a single Unit 

To select a single unit, place the cursor on it and left-click. A Status 
Bar will appear above the unit you've selected. 

To select a group of units, keep the CTRL key pressed and select one 
unit after the other. As long as the CTRL key remains pressed, each 
unit you click on will be added to the group. 

If you click on a unit while the alt key is pressed, that unit gets 
"de-selected". 

To deselect one unit from a group of selected units, choose the uni- 
t's name from the list box and click on it. 



Selecting a Group of Units 

To quickly select a group of 
units, place your cursor at the 
edge of the group and move the 
mouse over the group while hol- 
ding down the left button. You 
win clearly see the selectio- 
n's range on the ground under 
the cursor. Every unit within 
the group win remain selected 
even after you release the 
mouse button. 


If you want to add more units to your selection, perform the above ope- 
ration with the CTRL key pressed. 

If you want to "subtract" units from your selection, perform the above 
operation with the alt key pressed. 

Right-click on the main camera window to de-select all units. 

These hot keys will highlight the following units which are in the 
camera's range: 

-» [~7^ - Highlight all units within camera range 

-» - Highlight all ground-based units within camera range 

-» f!~) - Highlight all air units within camera range 

-» [~6~] - Highlight all military units within camera range 

Group Functions 

You can quickly and easily assign a unit to a group before it is even 
produced. 

Just choose weapon production (or the Main Base if your playing on the 
LC side). Now bring the cursor over the unit icon in the Construction 
Menu. Press the CTRL key and the number of the group you want to assign 
it to. The text "Group #" will appear over the unit. 

If you now click on the icon, all units produced will be automatical- 
ly assigned to this group. 

TIP: This option is particularly useful in multi-player mode. It will 
help you keep things organized and free you up to concentrate on the 
battle at hand. 





Searching for units 


To find a special unit, 
select the "Units" tab. 
Here you'll find a list of 
all vehicle types. When 
you select one, the vehi- 
cle's symbol will be dis- 
played. If you want to see the vehicle in the "Full Screen" display, 
right-click on its symbol. 

A left-click will select the chosen vehicle. 
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You can issue orders only to 
units you have selected. 
Orders are divided into two 
groups: 

immediate Orders 

These are "spur of the 
moment" orders which get 
obeyed right away. The nice 
thing about immediate 
orders is that you can issue 
them directly on the map - 
no need to choose from the 
panel. To issue an immedia- 
te order, place the cursor 
on the area which it rela- 
tes to and press the left 
mouse button. A small icon inside the cursor shows the order, which is 
completely dependent on what objects are in that particular area. If 
the order can be carried out, you'll see a symbol appear over the cur- 
sor. The best example of an immediate order is "march". 

Ordinary Orders 

These are split into two subgroups and must be chosen from the panel. 
The two groups are: 

Action Orders 

These orders signify some kind of action that a unit has been ordered 
to obey (e.g. march, attack, and escort), to issue these orders sim- 
ply click on a destination in the main camera window. 


Issuing Orders 



Configuration Orders 

Here you can change a unit's parameters. To issue a configuration order 
press one of the buttons on the panel that has a [*] in front of the 


unit's current configuration (e.g. lights state, shooting mode, moving 
mode, retreat, find target). When the unit's configuration changes, the 
button name changes as well. 



Be careful! some orders, such as build wall/bridge or dig tunnel, 
require additional information like’ di recti on and line of construc- 
tion. Mark a starting point by left-clicking on it, then move the cur- 
sor to a different spot and click again. You'll see a direct line dis- 
play on the ground when you move , the cursor. Right-click to abort the 
operation immediately. 

Building Structures / Controlling Structures 

Selecting a Structure 

To select a structure place the cursor on it and left-click. 

Building Structures 

Here you'll need construction vehicles, like 
the Gruz or the Mammoth. If you're on the side 
of the LC, you'll be doing your construction 
work in orbit, in the Space Port (Construction 
center) . 

Let's start. Highlight a construction vehicle 
and select a structure from the construction 
panel, if you move the cursor a little, the 
outlines of your ■ proposed structure will appear. These can differ 
according to the location of the site, if the structure can be built 
anywhere, its outline will be green, strategic parts of the building, 
like a shipment point or an entrance to a production center, are mar- 
ked with a cross. An arrow shows you where the front of the structure 
is (and the direction in which its cannons are trained). 




A battery symbol tells you that you've located your 
structure near a power station which isn't producing 
enough energy. In this case you must expand the power 
station (UCS, LC) or construct another one. (ED). 
Then you can get on with building your structure. 



A lightning symbol tells you that the construction 
site is too far from a power station. You can still 
put up the structure if you wish, you just won't have 
any power. 




A red square means that no structure can be built 
there, for example, due to unsuitable terrain. 

By the way, you can "eliminate" trees or shrubs that 
are in your way by issuing the attack command (A 
key). 


Stop Building a Structure 

If you change your mind you can stop building a structure, if you're 
playing of the ed or ucs sides you just need to press the self-des- 
truction button and the structure will blow up before it's finished. 
The resources you haven't used will return to your "account". 

If you're playing for the LC, click on the Construct Tab, then right- 
click on the on the structure you just put up. But beware - you don't 
have much time to do this, if construction is already too far along, 
you can no longer cancel it. 

Building Multiple Structures 

To build multiple structures, one after the other just press CAPS-LOCK 
and choose and place several structures 

Buildings Tab - The Buildings Tab is located prominently on the panel. 
A series of animated icons illustrates all structures in your posses- 
sion. You can scroll this list with the direction buttons, which are 
also situated on the panel. Click on the appropriate button to scroll 
the list forwards (next) or backwards (previous). Do this while hol- 
ding down the SHIFT key and you'll scroll through multiple structures. 

This list gives you a quick and easy way to search for specific struc- 
tures. To get a better look at any structure in the list, just right- 
click on it and the camera will display it. 

Left-click on the structure to get a tab containing a complete des- 
cribing. 

Main Commands for "unarmed" Structures 

Command Description 

Lights AUTO / ON / OFF - Changes the structure's lighting mode. 

Power ON/OFF - This order will temporarily "turn off" a structure. Use 
this to suspend production or free up power supplies for other struc- 
tures. 

Autodestruction - Destroys the structure without leaving a trace. When 
you click on this button, a second button will appear, telling you just 
how long you have until the building blows. To retract the 
Autodestruction command, click on the second button. 

Sell - 4 seconds after you press this the structure will be sold. 




Commands for "armed" structures: 

command Description 

Change weapon - when you issue this order, you'll see a window con- 
taining a list of all weapon types. -During game play, you can change 
weapons any time you like and mount them directly onto the structure. 

upgrade - use this to replace'a structure's equipment with the latest 
version. 

Supply - Demands more ammunition; 

Attack - Lets you choose your target. 

Commands for Production Centers: 

Command: Description 

Normal /Repeat - With this order you can specify the manner in which a 
vehicle will be produced. In the Repeat mode, the production sequence 
of the requested units will be repeated ad infinitum. 

Set Dest - Selects a location to which the vehicles (built in that par- 
ticular structure) will be sent. If the structure is highlighted, the 
target will be shown in the form of a green cross. 

show Dest - Positions the camera above the location where your vehi- 
cles (built in that particular structure) will be sent. 


A lightning symbol blinking over a structure 
means there's not enough energy for it. 


unfit unit 

If a unit is unfit for battle, you'll see a blue cloud hanging over it. 


Additional Info: 



Banner 

A flag always provides inspiration. You can mount a flag 
on most vehicle chassis, structures or defense compounds 
(such as defense towers). When units are in the flag's 
range (i.e. they can "see" it), it raises their expe- 
rience level. A higher experience level, in turn, improves the follo- 
wing: 




a weapon's destructive power 
range of sight 
f i ri ng range 
speed 

resistance 
loading time 




Capturing units and Structures 

You can capture enemy objects, (such as units and structures) with spe- 
cial units. You'll need to mount a Repair or capture module on these 
units. 

Capture - Repair Module 

The Repair Module has been modernized and will now let you take over 
enemy units and structures. To do this, you'll need to first de-acti- 
vate it with your Ion Cannon and a unit which is equipped with it (or 
with an electro-weapon), when you see a blue cloud over the enemy unit 
(the de-activation symbol), select the unit which is equipped with the 
Repair Module, issue the "capture" order and click on the de-activated 
unit. 

Tip: when you turn on the "Auto Mode" option, the automatic capture 
mode win be activated. A unit which is equipped with the Repair Module 
win automaticany start capturing all de-activated units in the vici- 
nity. 

Building Grabber 

with this weapon you can very easily take over enemy structures without 
even de-activating them. First highlight a unit which is equipped with 
the Building Grabber module issue the "capture" command and click on 
the building you want to take. 

Warning: 

When you capture a production facility, you won't be able to resume 
production. The only exception is if the production facility belongs 
to your side. 


Arti facts : 





Energy 

The unit that captures this artifact gets its energy and 
shield generator set to 100% 


Shield Generator 

The Shield Generator will be mounted on the unit that cap- 
tures this artifact. 


Repai r 

capture this artifact and the unit will be completely repaired. 



credits 

If your unit captures this artifact, you will get 10,000 
credits put onto your "account". 



Terrain Map 

If your unit captures this artifact, you'll be able to see 
the entire terrain map. 

Tunnel System Map 

If your unit captures this artifact, you'll be able to see 
a map of all tunnels. 



Production List 

Right after you've chosen a Production center, the Production List will 
appear at the edge of the screen, it includes all vehicles you can pro- 
duce there. To start producing a certain vehicle, left-click on its 
icon. A progress bar will appear just below the icon to let you know 
how the process is coming along. Now look carefully at the bottom right 
corner of the icon. Notice the figure displayed? This is the number of 
vehicles you are going to manufacture. To change this number, simply 
left-click to increase, or right-click to decrease. Remember, you'll 
need to plan your production carefully as resources are not unlimited 
- build too many attack vehicles without the necessary transport and 
support craft and your offensive will likely flounder. 

Construction Center 

Unit Construction Panel - You'll see this screen when you press Fl, or 
click on the appropriate button in the Research center. Here you can 
build more advanced vehicles, using whatever extra elements you've 
managed to accumulate. And you can add vehicles you've built here to 
the Production List. 







The Construction Panel consists of the following: 

A - New Model icon - activates production of a new model. 

B - A list of parts for a vehicle in development. You can go to the 
Element List any time during the production stage. 

c - Here you'll see icons for various pieces of equipment you can mount 
from the 1 i st (B) . 

D -A picture of the constructed vehicle. 

E - The Production List. The list includes all vehicle types that can 
be made in production centers. The list is divided into groups: 

1. civilian units 

2. military units 

3. naval units 

You can work on this list using the 4 buttons located above it: 

Arrows - used for changing the position of a model on the list (they 
can also be used to establish the order of objects on the list). 

X - removes a selected model from the list. 

Disk - saves a selected model to disk. An icon in a form of an "o" will 
appear each time you save a model, it will then be automatically assem- 
bled during the next round played by the current player. This option 
is great if you're playing network games, since it saves you con- 
structing the same model each time you play, if you click again on this 
icon, the model will be removed from the disk (the "o" icon on the 
model's side will disappear). 

F - Description of a constructed model. 

G - space for inscribing a model name with its Ai script. What you 
write win influence a unit's behavior and its ability to obey orders. 
The script List is absolutely dependent on the equipment mounted on a 
unit. You can put a finished unit on the production list using the 
ADD TO LIST button. Double clicking on a unit icon (D) will achieve 
the same result. 

Operating the Construction Panel 

Constructing a new model: 

Click the "A" icon to ready the dialog box for use. 

To choose a chassis from the "C" list, just left-click on a chassis 
icon. The chassis parameters will be displayed in the description box 
(F) . To approve a chosen vehicle, left-click twice on its icon. The 
cursor will automatically turn into the CHOOSE WEAPON mode. 

Choose weapons the same way you choose a chassis, but pick them from 
the B list. A right-click on the C list will remove the current wea- 
pon. 

When your vehicle is ready, just add it to the list by pressing 


ADD TO LIST button (G) . NOW give the vehicle a name and choose its 
script (this selects its Ai mode). 

Double click on your vehicle's icon (D) to put it on the Production 
List. 

Editing existing models: 

1. Pick out the model you want to edit from the Production List (E). 

2. Repeat the New Model construction process (but remember - you can't 
change the chassis) . 

3. When you're finished editing, press the update button (G). 


Research 

To research and develop new technological inventions, you must "own" a 
Research center. Just how quickly you can invent something depends on 
the number of Research centers you have. Three buildings will give you 
absolute maximum production speed. This means that even if you have 4 
or more structures, the "3 structure" speed will remain the fastest. 



To display a panel listing all accessible inventions in groups, just 
click on the research button when you're in the Research center, or 
press the f 2 key. 

This panel includes all the currently accessible inventions, arranged 
into groups. Each of these groups is represented by a Tab (A). To 
start the invention process, just left-click on a particular invention 
icon (B). Now you'll see a progress bar appear in the description area 
(c). This tells you just how the work is advancing on that invention. 
To stop inventing, right-click on B. 

You can even order work to be carried out on several inventions at the 
same time, one after another. The sequence of the orders you gave is 
listed in the top right corner of the Inventions icon. 

To exit the panel and get back to the game, either press the esc key 
or click on the "X" button situated in the top right corner of the 


screen. 


Pause 


In single-player mode you can also use the Pause mode (NM-Lock) to 
issue order to your units. 

Generals around the world would give their right arm for a feature like 
this. Once you're in Pause mode, the battle is essentially "frozen". 
But (and this is a big but) you can still issue orders, control the 
camera, etc. 

What this means is that you can go into Pause mode to take a breather, 
assess the situation, take stock of your casualties, and maybe even 
rethink your strategy - without being shot at! 

7. Keyboard Layout 

You'll find a full description of all keyboard functions in the OPTION 
dialog/ KEYBOARD tab. 

You can define each key individually and your new keyboard setup will 
always be saved. To assign a function to a new key, just click on a 
function in the list, press the ENTER key and then press the new key. 
This overwrites any previously assigned key function. 

You'll find the most important predefined keys on page XX of this 

manual . 
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The first economic tremors at the start of the 21st century were nothing 
compared l;o the earthquake that hit in 2012. When Wall Street crashed, 
one international corporation after another simply dissolved, factories 
dosed their doors, and pictures of millions of unemployed wandering 
around desolate city centers in the vain hope of finding something to eat 
Ccune to symbolize the plight of the 21st century. 

In, the USA the crisis lasted three years and dramatically changed the 
social, and political landscape. To focus attention away from the misera- 
ble economic situation, those in power pushed for a "guns instead of but- 
ter" policy. Defense outlays were dreimatically increased and a siege men- 
tality created among the population. For 30 long years, Americans were 
made to believe the entire world had become an enemy, and that foreign 
armies were just waiting for the right moment to attack. Under these tense 
circumstances there was little to prevent a relatively minor incident with 
Greater Russia in the 2040s from escalating into a large-scale conflict. 
In the ensuing war of 2048 all European and Asian powers were completely 
destroyed. Since the US had invested early in a top-notch missile defen- 
se system, it suffered less deimage than the others. But the war left its 
mark. Not one single nation managed to emerge unscathed. The only result 
of the bitter conflict - global anarchy. 

Slowly and painfully, the North American continent began reconstruction. 
Twelve states in the former USA formed a federation called the United 
Civilized States, with a provisional government. But people had long ago 
lost faith in politicians, who were seen as self-interested and greedy. 
A new movement led by Richard Bowman stepped into this power vacuum. 
Bowman's theory was radical if not particularly original - power corrupts 
and since those who seek it are usually motivated by the lowest personal 
interests, the best government is the one that doesn't exist. To his cri- 
tics, who pointed out that somebody must govern, he repeatedly claimed to 
have a plan already worked out. 

And that he did. His "solution" was a government run by an absolute mini- 
mum number of bureaucrats chosen by a lottery system. To keep them from 
becoming entrenched, they could only remain in office for a few months. 

Despite some opposition from conservatives, this strange form of govern- 
ment was installed and given the name "Stochocracy" . At first it was dif- 
ficult getting newly chosen politicians trained in their new positions. 
But after a few years the government ran smoothly. Occasionally a new lot- 
tery "winner" was reluctant to take up a position, but these were rare 
cases. Most citizens saw it as their patriotic duty to carry out the tasks 
of government - at least for a short time. Fortunately the greenhorn poli- 
ticians could rely on highly specialized computer systems to assist them 
in day-to-day matters of state. In fact, they began depending so much on 
these so-called "advisors" that, after a while, it became clear that the 
systems were fully capable of running the government without their human 
overseers. 


In 2074, the physicist Mark Springer became head of state. During his 
short one-year reign he was able to secure financing for a large scien- 
tific research program. Back then there were quite a ’few research 
institutes, Stanford Laboratory being the best known, springer also led 
expeditions into some of the regions destroyed by the war. one of 
these was known as Area 51, formerly a secret military base. "while dig- 
ging nearby. Springer's crew unearthed a mysterious wreck, which tur- 
ned out to be the remains of an alien space ship, scientists began tho- 
rough investigations into the strange find to see what use it could 
be put. 


The steady stream of scientific breakthroughs, inventions and discove- 
ries had a great influence on the daily lives of ucs citizens, soon 
CPU-controls were everywhere. Automated factories needed little atten- 
tion. Robots did all the household chores. There was little work to be 
done, and everyone lived quite comfortably, computer systems assumed 
de facto control over running the country, since the human rulers by 
now hardly ever felt confident enough to reject thei r "advice", which 
now covered every decision imaginable. 


This situation changed in 2134 when Jonathan swamp became Defense 
Minister. A highly skilled programmer. Swamp was for many years in 
charge of the main government computer systems . This experience made 
him the only person in the country capable of using thei r total poten- 
tial. As Defense Minister he was granted unlimited access to the mili- 
tary administration processor, known as GOLAN. While in of f i ce , he made 
some radical changes to the system, allowing him to run computer simu- 
lations of military battles all over the planet. But by changing 
GOLAN ' s delicately balanced program structure, swamp created unfore- 
seen glitches throughout the system. As a result, over the next few 
years incorrect data led GO LAN to make some fatal miscalculations. The 
worst of these was the order issued to send a large army to the for- 
mer Briti sh Isles. The ed rulers of the territory naturally saw thi s 
as a declaration of war. 


The resulting war lasted ten years and was fought on all continents. 
The intelligence of the GO LAN system went up against the courage and 
experience of the ed leader. Employing some new tactics, the ed at 
first had the upper hand, until GO LAN cal culated the right counter-mea- 
sures. The battlefield was in a state of constant flux. For a while 
the ED Army occupied part of North America, until the UCS deployed 
units equi pped with the most modern arsenal . By 2148 the ED was in full 
retreat before the ucs onslaught from the south, while crossing the 
North Pole towards Siberia the ed shot off nucl ear weapons to stop the 
advanci ng ucs units. This turned out to be the turning poi nt - but not 
as intended by the ed commanders who ordered the launch. The power of 
the explosions literally knocked Earth out of its orbit. 

In January of 2150 the UCS scientists proved beyond any doubt that a 
major cosmic catastrophe was inevitable and only a few years away. This 
presented the government with a probl em, which they dealt with in a 
very human way. They decided to build a spaceship and evacuate at least 
a small part of the population. The factories were geared up and ready. 
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to start producing the parts. The only problem that remained was to 
supply suffi.cient raw material, computer simulations made it clear - 
only through access to new ore reserves could the ship be completed on 
timer So the defense minister, with the new Golan ii computer system 
* at his side, issued the order to secure these at once. 

The final war had begun. 

8.1 UCS Arsenal 

The computer-controlled UCS army spent vast sums during the war rese- 
arching new types of weapons. A peek at the UCS arsenal shows the money 
was well invested. The most impressive creations are the plasma wea- 
pons. The incredible destructive power, low energy consumption and fast 
shooting rate make the Plasma Cannon the ideal all-around weapon. 

But the real breakthrough was the integration of an old satellite 
reconnaissance link from 2142 into a plasma gunnery system. The UCS 
could now intercept plasma beams shot from ground-based cannon and 
» redirect them towards any target on the Earth's surface. With this 
' devastating technology the UCS can destroy enemy vehicles and structu- 
res hidden in places which normally would be inaccessible to regular 
units. In short - enemies can run from the UCS Plasma Cannon, but they 
can't hide. 

8.2 UCS Units 

Most unit types in the UCS army are Mechs, with bodies mounted on two- 
legged chassis. By using a type of stepping machinery, UCS engineers 
managed to substantially increase the Mechs' mobi 1 i ty in hilly areas 
and in forest clearings where tree stumps would normally stop any tra- 
cked vehi cl es . Yet another factor contri buting to thei r battlefield 
success is that size and weight have been considerably reduced, si nee 
these units normally must be transported to different locations, this 
had a major impact on logistics. Many years of intense research into 
anti -gravity generation gave UCS engineers an insight into the realm 
of levitation. By retro-fitting a generator into an existing light- 
weight units they give it tremendous speed and maneuverability. They 
also solve the G-force probl em, as the generator produces its own gra- 
vity around the unit, thus providing bal ance and stability. The gene- 
rators are used in Gargoil fighter planes, heavy bombers and transport 
vehicles. 
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8.3 UCS Vehicles: 




Mammoth 
Armor; none 
Shield: none 
Weapon: none 
Speed: slow 

Description: This versatile, heavy Mech is used 
for building/bridge construction, ditch/funnel 
digging and leveling ground. 


Tiger 

Armor: light Shield: none 

Weapon: light weapon system 
Speed : medi urn 

Description: This is the basic Mech used by the,* 
UCS army. 



Spider 

Armor; medium 
Shield: medium 

Weapon: light weapon system + special equipment 
Speed: medium 

Description: This 6-legged chassis can support 

special equipment add-ons. This Mech is used by 
the UCS Army for technical support. 


Panther 

Armor; heavy 
Shield: heavy 

Weapon: heavy weapon system 
Speed: slow 

Description: A 2-legged chassis, deployed as a 

main striking force, the Panther packs a real wal- 
1 op . 
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.Jaguar 

Armor: heavy 
Shield: heavy 

Weapon: heavy and light weapon systems 
Speed: slow 

Description: This heavy battle robot is a modified 
version of the Panther. It's equipped with an 
add-on weapon system. 



Minelayer 
Armor: light 
Shield: none 

Weapon: light weapon system + mines 
Speed: medium 

Description: A caterpillar vehicle deployed either 
for mine laying or quickly clearing large mined 
areas, It can locate and detonate enemy mines at 
a distance. This is due to the electromagnetic 
field detector hooked up to a radio transmitter. 
The rear-mounted mine bay can quickly lay mines 
over an entire battlefield. Basic models can carry 
a maximum of 10 mines, each of which can destroy 
any type of enemy vehicle. 



Shark 

Armor: light 
Shield: none 

Weapon: light weapon system 
Speed: fast 

Description: This is a lightweight naval unit 

employed for reconnaissance and quick-strike ope- 
rations . 



Hydra 

Armor: light 
Shield: none 

Weapon: heavy weapon system 
Speed: slow 

Description: The Hydra is a heavily armored ship 
used by the DCS navy as the "big hammer". It'll 
blow 'em up with a bang! 








Gargoil 
Armor: none 
Shield: none 
Weapon: light weapon system “ 

Speed: very fast i ^ 

Description: A light anti-gravity craft, the 

Gargoil is fast and maneuverable, primarily used 
for reconnaissance and anti-aircraft operations 
against enemy bombers. 



Bat 

Armor: light 
Shield: none 

Weapon: heavy weapon system 
Speed: medium 

Description: As the name implies, this is a 

medium-weight, anti-gravity bomber, deployed 
against weakly defended enemy positions. 



Dragon 

Armor: heavy 
Shield: none 

Weapon: heavy weapon system 
Speed: slow 

Description: This heavy anti-gravity bomber is 

normally deployed against heavily defended enemy 
units and anti-aircraft bases. With its heavy 
armor. Dragon can remain under enemy fire for long 
periods of time. 



Condor 
Armor: none 
Shield: none 
Weapon: none 
Speed: fast 

Description: This transport craft provides figh- 
ting units with ammunition. 







.Ore Transporter 

Armor: none 
Shield: none 
Weapon: none 
Speed: medium 

Description: This vehicle is used to extract ore 
and transport it to a refinery or transport base. 



Cargo Salamander 

This heavily armored caterpillar vehicle is used 
to transport building material and raw material. 
It is armed with a rocket launching ramp. The lan- 
ding version is equipped with an additional moun- 
ting bar for any light weapon. 



FTU Fox Unit Transporter 

This light transport unit uses an anti-gravity 
engine. Its main task is to evacuate endangered or 
damaged units from the battlefield. The FTU is 
controlled by a medium strength single-channel 
processor named "Rainbow 13F45". 



Barracuda submarine 

This ultra-modern dual body construction is made 
of light watertight polymers and ceramics plates. 
The Barracuda is designed to transport the bal- 
listic rockets known as "God's Arm". It's also 
equipped with a camouflage system which makes it 
only detectable to stationary radar systems or 
radar units. 

The Barracuda normally needs support from aircraft 
only. It seldom needs other naval units. 






8.4 Mining Resources 

The ucs uses special drilling vehicles to extract ore. These multi-pur- 
pose vehicles can locate ore deposits and extract them with heavy,drilV 
bits, once extracted, the ore is stored in holds within the vehicle, 
when the holds are full, the vehicle takes the ore directly to the 
Refinery or the Transport Center for unloading. 

8.5 Defense 

The UCS bases are defended by three types of structures, small TowerSj 
situated right on base, are armed with lightweight weapon systems. for 
anti-aircraft defense. Large Towers, normally equipped with heavy plas- 
ma cannons, are very effective in fighting off attacks in mountainous 
areas where there's not a lot of open space. Flat plains are defended 
with so-called Fortresses. These well-armored structures are equipped 
with four different cannon types, and are practically impenetrable for 
conventional units. 

8.6 Energy Supply 

Keeping in mind the rule, "without a proper energy supply a structure 
will wither and die", this field was made top priority in ucs rese- 
arch centers. The conventional method of delivering power with cable 
and power lines proved difficult to maintain in wartime. They were 
over-exposed to enemy attacks, extremely easy to damage and very expen- 
sive (and time consuming) to repair. But in 2112, the scientists from 
the Ramaz Hill Research center came up with a great solution. They 
managed to build a prototype of a phenomenally efficient energy trans- 
mitter. This invention revolutionized the ucs energy grid. 

The ucs uses traditional high-power nuclear generators, usually run on 
a few reactors. The transmitters send the generated power to the near- 
by structures, within the transmitter's operational range, an additio- 
nal transmitter served to expand the area which could be supplied, so, 
by installing a complete network of transmitters, the ucs can now sup- 
ply energy to structures far and wide. 

8.7 Technology and inventions 

AI Mine 

Anti-tank mines had always been a great method of defense and attack, 
but they had one major drawback: they also destroyed friendly vehicles! 
The anti-tank mine identification system changed all that. Now the 
mines could determine for themselves which vehicles were friendly and 
which should get the big bang! A passive circuit system is installed 
into a vehicle, taking signal readings from the mined regions. Each 
activated mine sends a low transmission encrypted identification sig- 
nal to an oncoming vehicle. If the signal is answered correctly, the 
mine will remain passive, otherwise it will explode within 0.5 seconds. 
This enables UCS units to maneuver freely in their mine fields while 
enticing their enemies into a hail of deadly shrapnel. In fact, its 
often enough just to mine one escape route. 


plasma Cannon ' 

The DCS plastna arsenal was first developed by the US Army in the early 
21st j century . Development work was done in the old Area 51. According 
to rumors, the plasma ignition technology was based on examinations of 
a downed alien spacecraft. 


The Plasma, cannon shoots out plasma at 6000 degrees Celsius, using an 
electro-magnetic cannon, the shots can reach targets over great dis- 
tances. 


Because a plasma shot weighs so little, its flight path is flat and 
deadly, though the Earth's atmosphere reduces its range by a few hund- 
red meters. A plasma shot burns a hole in whatever it hits - no mat- 
ter how well -armored the target may be. when the shot reaches the insi- 
de of the target it bursts into flames, igniting ammunition, fuel and 
whatever else is on board. 


Plasma Bomb 

The Plasma Bomb was originally developed at the request of the ucs Air 
Force. They needed a lightweight weapon that could smash enemy forti- 
fications. so the scientists designed this bomb to be light and dead- 
ly, perfect for loading on to lightweight bombers and penetrating the 
enemy's anti-aircraft defenses. Plasma technology fitted the bill per- 
fectly. 

Each bomb consists of a small generator, which, when activated, gene- 
rates a plasma sphere with a radius of 0.4 meters, when a bomb hits 
its target, it produces a strong electromagnetic field which spreads 
the plasma over a radius of 30 meters. 

Anti gravity 

The ucs conducted the first anti-gravity propulsion experiments in the 
top-secret Area 51 way back in the 1960s, but with no success. There 
just wasn't enough funding or expertise in those days. At the end of 
the 21st century, the authorities suspended the experiments, which, 
since they were only known to a few, were quickly forgotten, until 2140 
that is - when the second war broke out between the ucs and the ed, 
the original plans were taken out of storage and analyzed. Finally, 
the engineers discovered how an anti -gravity engine works, and coupled 
it to new technology and modern know-how. 

These engines were incorporated into the new Gargoil fighter planes and 
heavy bombers, and gave the ucs air forces total control of the skies. 


105-mm Anti-Tank Cannon 
Spies working behind ED line in thg first three 
months of the war were able to score some notable, 
successes. For example, they came across the con- 
struction plans and information on mounting 105 mm ( 
tank cannons. The stolen plans were analyzed and 
partially modified - the cannon's length was shor- 
tened, thus increasing the firing fate, while 
reducing the range just a tad. By using a special 
mixture of explosives the shots were made all the 
more deadly. ■ ■ 

The Anti-tank Cannons are made in two versions - 
for light and heavy chassis - and are normally 
used for fighting against enemy structures. 


Earthquake Generator 

The laser system used previously for tunnels and ditches found its way 
into the UCS arsenal. It was reworked, modernized, and adapted to a • 
heavy chassis. The first tests showed the new weapon's deadly potenti-’ 
al - it can even topple heavy structures made of concrete and steel in 
just a few seconds. 

Anti -rocket system 

The technology used in this system is a major breakaway from the stan- 
dard UCS development line. Due to its high reliability the UCS uses it 
in large quantities. When the enemy breaks the electro-magnetic field, 
the system shoots up "bait" for the incoming rockets. Special sensors 
make sure the shots are not sent up prematurely or wasted. 

Construction requirements dictate that the system is installed on the 
secondary mounts of a unit or structure. 







t 
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UCS Structures 



civilian Production 

This Production Center is where the UCS builds its 
heavy construction machinery and civilian vehi- 
cles. All non-military projects developed and 
tested in the Research Center can be built in this 
complex. The Center's heavy armor, high resi- 
stance and large cannon enable it to withstand 
moderate enemy attacks. You should protect it 
well. If you don't have enough construction equip- 
ment in reserve and this structure is destroyed 
you won't be able to build any more - which in turn 
means you won't be able to fight anymore. 



Mech Production center 

This is the Production Center for various forms of 
battle equipment. Every military project developed 
and tested in the Research Center can be built 
here. Since this structure is not very well for- 
tified, you'll need to provide extra protection. 
Lose it and weapon production stops. And so does 
any hope of victory. 



Atomic Power Plant 

This is a classical nuclear plant with tremendous 
power. It includes an atomic reactor and a cooling 
system. You have the option of expanding the plant 
with additional reactors in order to increase its 
energy output. 

In addition, the plant has its own transmitter for 
sending energy supplies to other structures. 


Notes : 

The f 9 function key will show the plant's range. 


Green lightning symbol - 
Blue lightning symbol - 
mitter. Transmitters are 


denotes the fields supplied with energy, 
denotes fields where you can place a trans- 
automati cal 1 y connected to the Power Plant. 
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Energy Transmitter 

Structures predominantly get the energy they need 
to function from Power Stations. But the on-going' 
achievements of DCS scientists have brought dyna- ^ 
mic improvements to this field of research. Now >■ 
power doesn't always have to be delivered by the 
usual method! Energy Transmitters wi 1 1^ expand ..the 
range of your Power Stations, and, wait for 
it! using these Transmitters, you can now con- 

struct whole networks, enabling you to build power 
stations much further away from your base! So your 
transmitter network will in effect protedt your 
base from the drastic effects of a nuclear explo- 
sion brought about by one of those sneak enemy 
attacks . 

Notes : 

The f 9 function key will show the plant's range. 

Green lightning symbol - denotes the fields supplied with energy. 

Blue lightning symbol - denotes fields where you can place a trans- « 
mitter. Transmitters are automatically connected to the Power Plant. ’ 


Refinery 

The Refinery breaks down the excavated raw mate- 
rials into credits which are needed to keep the 
production lines running in your Production 
Centers. Your mining units deliver the raw mate- 
rials to the Refineries in containers. The trans- 
fer process takes place in a special type of lock 
which operates hydraulically. You can unload your 
ground and airborne units here. And your air units 
don't even have to touch the ground, they can land 
directly on the lock itself! 


Research Center 

This is where your scientists and engineers are 
based. All kinds of research and experiments are 
carried out here and new technologies developed. 
Every unit or structure upgrade has to be develo- 
ped and tested here and prototypes of new units 
are planned, constructed, and then given the go- 
ahead for mass production. Your Research Center 
will give you access to ultra-modern technology. 






Note: 

Two Research Centers will speed up your research by 10%, a third by 
another 10%. More than three won't bring you any more % acceleration 
and is therefore a waste of your precious resources. 









^Supply Depot 

From here, transport planes 
■ structures with ammunition for 


supply units 
heavy weapons. 


and 


Notes : 

The Qdick/Ave rage/slow button defines just how fast the deliveries will 
be made. Setting this to slow will enable your transporter to deliver 
its ammunition to more vehicles. 



Ship Yard 

The heart of the Shipyard is a hangar where mari- 
ne units are constructed. This structure should 
only be built at the waterside, at a location with 
space enough to harbor ships and boats and broad 
enough for a lock. 



Fortress 

This is the most heavily-armored structure in the 
game. The Fortress has two small and two large 
cannon, making it virtually indestructible to all 
but the strongest enemy forces. Its strong fire- 
power usually means a quick and successful defen- 
se. It can only be endangered by an attack by well- 
equipped, heavily-armored enemy units. Because of 
its sheer firepower, we recommend that you build 
the Fortress near one of your strategically impor- 
tant structures. 







Small Tower ’> ' 

You'll only realize just how effective these 
structures can be when you have several of tlpem in' 
operation. Three or four of Small Towers are an ^ 
excellent defense against light and 'medium heavy ► 
airborne armor. They can also repel infantry 
attacks. But bear in mind that they won't be. so 
effective against heavily-armored enemy infantry, 
simply because you can't mount heavy artillery on 
Small Towers. 



Large Tower 

This is a huge hurdle for your enemies to cross! 
It's normally equipped with heavy artillery but 
you can add an extra weapon on to this structu- 
re, like maybe a heavy laser or even large rok- • 
kets. A few of these Large Towers placed strate- 
gically will thwart even the strongest and most 
heavily-armed enemy troops. 



Plasma control Center 

The POS (Plasma Offensive System) is a weapon of 
mass destruction, technologically very advanced. 
The PCC (Plasma Control Center) is a part of the 
POS and supervises the complete system. Based on 
a satellite defense system invented in 2073, it 
consists of plasma rays and control structures. 
The satellites form a system of mirrors which ena- 
ble plasma beams fired at Earth to be very accu- 
rately aimed. The plasma cannon system can reach 
the enemy anywhere on the map! Its precise aiming 
mechanism is the secret of its effectiveness. 
Enemy units or structures located in areas which 
haven't yet been scouted can even be fired upon. 
In this case, just aim at where you think the enemy 
i s . 

The bundled plasma beams are fired by stationary 
plasma cannons. 






^Plasma Cannon 

Another part of the satellite attack system, the 
Plasma Cannon shoots out a bundled plasma beam. 
Aimed by the help of satellites, it can make life 
hot for enemy units at great distances! Just one 
shot will destroy most enemy vehicles and struc- 
tures . 


Headquarters 

This is the strategic control center of the DCS. 
It houses the many, new, advanced strategies to 
which you wouldn't otherwise have access. You can 
control many functions here automatically, such as 
defense, mount-a-weapon , etc.). 


Teleport 

The DCS leadership, using all their experience 
gained in the wars of 2140 -2145, wanted to con- 
struct a machine which could instantly transport 
battle units to other crisis areas. After 5 years 
of intensive research by numerous top DCS scien- 
tists, they finally managed to produce the 
Tel eport . 

You'll need at least 2 Teleports. The transmitter 
on one splits material into atoms and decodes the 
atoms' structure. This information is then passed 
to the other Teleport. It has material generators 
which use the information to re-materialize the 
object. The Teleports are an enormous help to you 
in your battle campaigns. They speed up your 
troops' transport to the front and more often than 
not will be instrumental in helping you to avoid 
defeat . 

Note: 

To put a newly constructed Teleport into action, you'll first of all 
need a target Teleport to transport your units. Just highlight it and 
left-click on the target Teleport. But don't forget, this goes only in 
one direction! To get the Teleports going in both directions, repeat 
the procedure with the second Teleport. 

To choose a destination, use the SHOW DEST button. 

Tip: To speed up the teleporting procedure, between, for example, an 
ore deposit and a Refinery, you'll need 2 pairs of Teleports, one pair 
for each direction. 








shadow Tower 

The UCS strategic experts made the- most of .the 
Shadow's excellent camouflage and adapted for 
defense use. The result was the Shadow Tower. As 
part of a defense line, it conceals '■your units 
from enemy scanners. 


SDI Defense Center 

You'll need this structure as well at some point 
during the game. Its function is to protect your 
own positions from weapons of mass-destruction. If 
an atomic rocket is fired at you, specially con- 
structed detectors calculate its flight path and 
select the precise time to fire laser cannons with 
awesome power. The rocket will explode in the air, 
without harming your units or structures. The only 
disadvantage the system has is that it has a limi- 
ted range. 

That's why it's important to place them right next to strategically 
important structures. And what's a strategically important structure, 
you ask? These are structures without which you cannot carry out no 
military actions or only very limited ones. 





Tunnel Entrance 

This structure connects the surface with the tun- 
nel itself. It has its own generator, so it does- 
n't need a Power Plant. 


Landing zone 

This small structure marks out landing areas for 
heavy transporters. It has a strong signal trans- 
mitter which enables it to guide planes in safely 
at night or in thick fog. 



Artillery 

This is a 455mm artillery emplacement. Its large 
range lets you hit enemy fortresses from great 
distance. The highly-explosive ammunition means 
the range is even greater, since both the target 
as well as the surrounding area is hit. 








^Recycler 

The- Recycler is a modern "annihilation chamber". 
It transforms material into energy. Unfortunately, 
its high cost of operation combined with problems 
processing anti -parts means it isn't often used. 
The average recyclable value of a used-up unit is 
about 49.7% of its production value. 



Greater Russia was one of the parties to the war of 2048. During this 
conflict, all governments in Europe and Asia were de-centralized, and 
the entire area fell into an almost feudal anarchy. Naturally, once the 
war ended this situation quickly changed. Generals wasted little time 
officially consolidating the power which they had enjoyed throughout 
the war. And a mighty new empire arose from the ruins of civilization 
- the Eurasian Dynasty. 


The following excerpts are taken from the personal diary of a Russian 
general, Siergiej Zugij, while he was commander of the Irkutsk III mis- 
sile base. This ambitious career soldier was one of the founders of the 
new Dynasty and became its first leader. 


October 11th 2048 

"We have been under fire for 8 hours. The main arsenal and all commu- 
nication lines have been destroyed. Nine comrades have fallen and four- 
teen are injured. I have just issued the order for everyone to go to 
the fallout shelter. 


October 25th 2048 

Ground sensors are out of order. The Science Officer believes that they 
were damaged by the shock wave of a nearby nuclear explosion. Radiation 
is stable at the moment. Another comrade has been killed. 


April 17th 2049 

We have been here much too long. My people are panicking, although life 
support systems are in order and food and water supplies will last for 
many more months. Death will probably end this endless waiting. We can 
only count on ourselves in this long struggle for survival. No-one can 
come to rescue us. 


May 21st 2049 

I have decided to send a few men up to the surface. This has raised 
ij., everyone's hopes. Although the radiation up there exceeds safety 
’^levels, a few comrades have bravely volunteered. 



June 9th 2049 

One soldier returned. He reported that all infrastructurjas, including 
the sensor, have been totally destroyed by conventional missiles. There, 
is some good news, though. According to his Geiger counter th^re is 
only moderate radiation on the surface. ■ 

July 12th 2049 

We are out, at last! Now we must start to build our temporary base." it 
excites all of us to see sunshi ne for the first time in months. 

August 10th 2049 ■ - 

Our scouts have found some off- road vehicles hidden in one of the fal- 
lout shelters of the Irkutsk ii base. The increased fuel reserves will 
extend our scouti ng range. 

August 22nd 2049 

The scouts just brought in 12 people, some of them were stationed near- 
by some time ago. two people are suffering from radiation sickness, 
what a terrible sight! 

September 2nd 2049 

One of those sufferi ng from radiation sickness has died. The other one 
win not last much longer. The soldiers now appreciate why I ordered 
them not to leave the fallout shelter for such an extended period of 
time. 

September 30th 2049 

There's no doubt that the central part of our country is totally deva- 
stated . The fallout coming from that region is causing recurrent incre- 
ases in radiation levels, we do not know if anyone there has survived. 

October 2nd 2049 

Our scouts have penetrated as far as 300 miles south, reaching the area 
once known as Mongolia. They have reported the existence of some sheep- 
herding tribes. The radiation level in that region is minimal. 

October 6th 2049 

I've made a decision to move south. The men need somethi ng to keep them 
occupied. 

October 15th 2049 

Winter is on the march. The temperature at night falls to -5”C. We 
spend most of our time in the fallout shelter as protection agai nst the 
cold, we i ntend to set out for the south in the spring. 

October 20th 2049 

The fallout shelter is locked up agai n . we will stay here for another 
few months. The leader of our brave scouts, colonel Aniuszin, sugge- 
sted that we make some preparations for our spring departure. 


■ 


December 12th 2049 « 

Our comrade^ enjoy colonel Aniuszin's lectures. Although i know his 
reports by heart, i still like to listen to his stories about what we 
should expect in the far south. 

March 15th 2050 

It is so exciting to leave the shelter again. Now that everyone knows 
exactly wh'at he has to do, we can set off for the south within the 
week. 

March 22nd 2050 

Todayiis departure day. The fallout shelter is locked up and the sur- 
rounding area mined, we are traveling due south, not knowing what is 
waiting for us out there". 

In the spring of 2050, a group of soldiers under Colonel Siergiej 
zugij's command set out towards the Mongolian steppes to find remai- 
ning survivors. The Colonel's plan was very ambitious. As commander- 
in-chief he had an extremely thorough socio-political training behind 
him and commanded legions of troops ready and willing to lay down their 
lives for him. He was therefore able to capitalize on any opportunity 
to create a strong, new empire. That empire would be ruled by one per- 
son - zugij himself. 

zugij even had a few more aces up his sleeve. He had access to a wide 
variety of weapons and he knew where all the old Russian secret mili- 
tary bases were located. All he needed now was a location to make his 
dream come true, coming across a Mongolian nomadic tribe and taking 
control over it gave him the perfect opportunity to start a new empi- 
re. In the spring of 2051, the now General Zugij encountered a tribe 
of sheepherders ruled by the Khan family. These sheepherders weren't 
really interested in the global war raging throughout the known world, 
their main problem was the constant conflict with neighboring communi- 
ties. This situation was tailor-made for zugij and it didn't take him 
long to convince the tribe's leader that an armed squad could put an 
end to their problem once and for all. within the following year, the 
Khans conquered the surrounding territories, uniting their peoples into 
one tribe. The victories strengthened zugij's position as the leader- 
's advisor and at the end of the first year he became a member of the 
Khan family by marrying one of the chief's daughters. He took a new 
name. Yaga zi Khan, to help win the tribe's respect and confidence. The 
old leader died in 2059 and Yaga zi Khan became the new leader, while 
establishing the capital of his new country, he continued to bring more 
and more areas under his control. After a few more years had elapsed. 
Yaga zi Khan found himself controlling most of the remaining unconta- 
minated areas in Asia. He eventually marched into Europe and conquered 
its peoples. This was the birth of the huge and powerful empire which 

would be given a proud name at the end of the 21st century the 

Eurasian Dynasty. 

The dictatorial Khans gave the absolute highest priority to military 
science, forever searching for new technological solutions which would 
give them total military control. They had access to the old soviet 


secret m-ilitary bases and this gave them nuclear, capability and other 
usefully destructive technology. Trusting nobody, they paturally set 
up a highly trained, large network of spies and saboteurs. They sent, 
many of these shady characters to south America to gather as’ much 
information as possible on their arch rivals, the ucs. ■ , 

In 2132, the impetuous and cunning Khan Nicholas III came to power. His 
ambition was to conquer both Americas and hammer the laziness out of 
the ucs citizens. He started his preparations by ordering the ed scien- 
tists to develop a technology whereby human body parts could be repla- 
ced by mechanical parts. The scientists were successful and soon- a- new 
generation of tough, extremely resistant cyborg-soldiers were being 
mass-produced and held in Bio centers. 

Then in 2140 something totally unpredictable happened. .. .the ucs inva- 
ded the British Isles! Now Nicholoas iii had a reason to do the only 
thing which warmed his cold, cruel heart... he declared war on the ucs. 

The war proved to be enormously expensive and Nicholas still wasn't 
seeing any signs of the crushing victory he had anticipated. Naturally, 
the people soon started to balk at paying the high taxes levied to 
finance the war. The situation was ripe for rebellion. Nicholas's 
nephew, Vladimir, a master of the insidious (the one quality the ent- 
ire family shared), made the most of it. He incited the citizens to 
riot by promising them to reform the system and give them more say in 
thei r government. His slogan of a "socialistic monarchy" caught on. in 
fact, thi s is the form of government in the ED to this day. 
Unfortunately for the gullible citizens it never worked out as pi anned 
and there's still no trace of democracy in the ed. 

During the rebellion the Bio Center was razed to the ground. Research 
functions were taken over by a new institute in the Urals, the 
Kurchatov Research center. Here military experiments continued. 

But the change in leaders didn't change much in the war. The ed army 
suffered some terri ble defeats, in 2148, while making a desperate 
retreat from North America, they finally retal i ated with nucl ear wea- 
pons. Gigantic explosions near the North Pole changed the course of the 
war for good - Earth was knocked out of orbit. 

The first effects of this were noticed in 2150, and as a result, Khan 
vladimi r ii deci ded to build an evacuation fleet to escape the pi anet. 

Later that year a new enemy appeared. The Lunar corporation, an almost 
forgotten society living on the Moon, dispatched its units to various 
parts of the Earth to seek new territories rich in natural resources. 
It was cl ear that the LC had figured out what was happening and had no 
doubt reached the same conclusion as the ed men. But the ed army was 
aptly prepared for this new challenge. 


■t 


■ 


9'1 The ED Arsenal 

The most primitive of the three races, the ed army still relies on con- 
ventional weapons. Their main offensive force is comprised of units 
equipped with large-caliber anti-tank cannons and rocket launchers. 
Towards the end of the last war, however, a few new units were equip- 
ped with laser weapons. Ever aware that the ucs had managed to elimi- 
nate the h.uman element from the process of warfare in favor of compu- 
ters, the ED scientists made efforts to create fully automatic weapon 
systems. This led to the development of the ion cannon, which inter- 
rupts the electronic circuitry of any target it hits, disabling it 
without destroying it. using this formidable piece of firepower, the 
ED is'able to capture many hostile units intact, then examine them for 
potential weak points. 

The ED is the only nation that still has a mass-destruction nuclear 
weapons stockpile. Be sure to only use nuclear weapons when extreme 
danger threatens. 

9.2 ED units 

Despite years of research, the ed scientists still have not been able 
to develop an effective anti-gravity generator, so ed units continue 
to run on engines based on the old 20th century technology. Ground 
vehicles have wheel or caterpillar-type track chassis. The main draw- 
back to this is that different terrain types have a great affect 
(almost always negative) on their mobility. On the plus side, the sim- 
plicity of their power transmission system means they don't break down 
much. ED aircraft fly by means of propeller-screw propulsion. This 
gives them enormous maneuverability, allows them to fly at low altitu- 
des beneath the enemy's radar and, most importantly, enables them to 
land and take off practically anywhere. 


9.3 ED Vehicles 



% 




Gruz ► 

This is a heavy construction vehicle equipped with 
front-mounted excavation buckets. It's used for 
constructing buildings, digging ditches and tun- 
nels and leveling ground. A rear-mounted con- 
struction module contains most needed components 
to construct important structures. . 


TT 110 Pami r 

The TT model was developed from the American 
Abrams M2 tank. To adapt the design to 22nd cen- 
tury demands, the scientists modified its equip- 
ment so that one man can operate it. The steering 
stand is situated inside the chassis right bene-, 
ath the turret, giving the operator better pro- 
tection. A targeting computer installed in the 
turret controls the firing. Although it isn't a 
particularly large unit, it comes with high-qua- 
lity armor enabling it to take part in very dan- 
gerous operations. It can also travel over most 
types of terrain. Unfortunately, the generator is 
not powerful enough for a laser weapon. 


ZK Taiga 

This is a heavy-transportation vehicle used ori- 
ginally for cutting trees in the Taiga forests. 
Low speed and a huge resistance level are its plus 
points, but being a civilian vehicle, it has a 
woeful lack of armor. The ZK Taiga is currently 
assigned to hauling containers between mines and 
refineries. A powerful generator enables add-on 
systems, like laser weapons, radar, camouflage 
etc., to be attached. With these attachments, it 
is often used as a support unit. 









fZT 100 Siberia 

The. Siberia model was designed during adaptation 
of the ZK series for military purposes. The 
Siberia is armored, but, unlike the ZK Taiga, is 
also fast and light. The reduction in weight was 
possible because the ZT 100 Siberia was not inten- 
ded to be used as a transportation unit. The 
powerful generator remains unchanged, enabling the 
user to attach the usual extra appliances. The ZT 
series is the mainstay of the support units. 



HT 400 Kruszchev 

HT 400 Caucasus tanks were constructed as defense 
vehicles. Their two most significant features are 
low speed and very heavy armor. The ED mainly uses 
them to repulse enemy attacks. Their heavy armor 
makes them extremely resistant and they can 
inflict appreciable losses on any opponent. 
Fighting prowess can be tremendously increased by 
attaching an add-on. 



HT 800 Ural 

This is the heaviest vehicle used by the ED Army. 
Unlike the HT 400, it can be coupled to two inde- 
pendently operating large-caliber cannons. Despite 
its low speed it is used as the main offensive 
force when faced with heavy enemy defenses. 



Minelayer 

After war broke out in 2140, construction began on 
a vehicle that would be able to mine large areas 
in a short time. This led to the development of 
the Minelayer. During the development process, 
however, the scientists luckily stumbled across a 
design for a laser mine detector, which they imme- 
diately incorporated into the Miners. This detec- 
tor enables users to find mines quickly and deto- 
nate them from a safe distance. 










TK 101 Caspian , ' 

The ED Army needed an amphibian vehicle capable‘of 
operating in swamps and flooded areas. So they, 
developed the TKlOl from an armored infantry 
transporter. ^ n 

The transport bed was replaced with a highly effi- 
cient generator, giving it more than enough ener- 
gy to power any special add-ons. On the ground, 
the vehicle uses all-wheel drive, while on water 
it is driven by rear and front-mounted propellers-, 
giving it tremendous speed and maneuverability. 
The TKlOl is lightly armored. When equipped with 
a light weapon system, it is often deployed in 
rough territories as a reconnaissance vehicle. 



TL 70 Volga 

when the scientists at the Kurtchatov Research 
Center started work on an amphibian tank, the , 
first thing they did was reduce the armor, so they’ 
could float. The TL 70 model is the result of these 
experiments, which in fact were half-way success- 
ful. The TL 70 can operate in water but is very 
slow and cumbersome. So the engineers came up with 
a better idea - to use it as a mobile ballistic 
rocket launcher. This keeps them hidden in tough 
terrain, away from direct contact with the enemy. 



ESS 30 Irkutsk 

This is a lightly armored cutter used for recon- 
naissance and strike operations. Its main function 
is battling heavy enemy ships. The unit's enormous 
speed enables it to strike like a rattlesnake and 
quickly withdraw beyond enemy range. It can also 
defend ships of the Leviathan class. 



ESS 200 Leviathan 

This heavily armored ship is the ED navy's main 
strike unit. It has an extended firing range, mea- 
ning that its missiles can hit targets situated 
far inland. 
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^ — '—\ ’ .MI 106 Cossack 

This small helicopter, equipped with machine guns, 
is perfectly suited for reconnaissance operations. 
With its tremendous speed and maneuverability, it 
can easily dodge enemy rockets, while its special 
ammunition helps it destroy light enemy units. 


MI 140 Grozny 

Due to the heavy losses incurred by the MI 106 
Cossack models during the early part of the war, 
ED scientists were forced to develop a new type of 
helicopter that would be strong enough to stand a 
direct hit with a surface-to-air missile. The nee- 
ded breakthrough was reached when the scientists 
developed a new composite armor. This enabled them 
to construct an assault helicopter, the "Grozny", 
which proved to have much more resistance than the 
Cossack. But the increase in protection came at 
the expense of overall flying speed. 


MI 200 Han 

In 2147, demand for a stealth unit that could 
catch enemy units unawares prompted scientific 
research into a heavy bombing helicopter, the 
Khan. Able to fly at low altitudes and avoid radar 
detection, the Khan can carry up to 6 tons. This 
means it can lift and transport fully loaded ore 
containers. The Khan has no armor at all, so it's 
defenceless against anti-aircraft attacks. 


MI 300 Thor 

The MI 300 is a heavily armored helicopter used to 
carry out air raids. Although similar in design to 
the Khan, its lifting capacity is significantly 
reduced because of its heavy armor plating. But 
this in turn increases its effectiveness as a 
military tool. It can break through anti-aircraft 
defenses and release bombs precisely over enemy 
bases - something the MI 200 model cannot do. 






MI 27 Ural 

This light helicopter supplies battlefield vehicles with ammunition. 
Its main characteristic is its high speed. 






GR40 Transporter , 

The GR40 is normally used by constrijction briga- 
des. But with a slight modernization it becomes an. 
key element in a attack force, with many uses on 
the battlefield. Its main task i s ■ to evacuate 
damaged units and ferry platoons across large dis- 
tances . 

But the GR40 is also famous for functions quite 
unusual for a transport unit. The pilots refer to 
the GR40 as "Yoyo" thanks to its ability to pick 
up enemy units, carry them at high altitude -and 
then drop them. The first construction brigade, 
consisting of 18 GR40 transporters, has so far 
eliminated 18 "laguar" heavy battle robots, 23 
light "Tigers" and 3 "Crusher" heavy anti-gravity 
vehi cles . 


Ruslan 

This heavy rocket tank is equipped with a pair of 
double-barreled launching ramps for anti-aircraft 
rockets. Its used as a mobile flak battery. 


DSU Kiev 

In a throwback to Soviet days, the Central Planning 
Commission decided to re-create an ED navy, which 
had fallen out of favor in the rush to create armo- 
red ground divisions. This new plan called for the 
development of a unit capable of transporting bal- 
listic missiles over great distances. 

At the beginning the ED planners considered building 
a heavily armored naval unit of the "Moscow" type. 

But the horrendous production costs made them think twice. The alter- 
native was an atomic "Typhoon"-type sub. The project was thus nothing 
new, but highly effective. Although the unit's hydro-dynamic features 
are less than perfect, it is capable of carrying deadly ballistic mis- 
siles and firing them when fully submerged. This fact, combined with a 
modified engine which is almost completely silent means the DSU Kiev 
can only be spotted via radar. 

After month-long tests, the ED leadership clearly saw both the advan- 
tages and the drawbacks of this new unit. 

On the minus side it was obvious that the DSU Kiev would need support 
from other naval units and/or aircraft. 

But it was just as clear that it could pose a serious threat to enemy 
bases and their highly concentrated forces. When attacking large com- 
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plexes well -equipped, with radar installations, such as ore mining/pro- 
cessing facilities or command headquarters, the DSU cannot attack 
unless well supported. Despite its steel hull, the DSU is vulnerable 
to rockets. 


9.4 Defense 

ED structures are usually equipped with active defense systems, con- 
sisting of several directly mounted cannon. This has one major advan- 
» tage - it is incredibly hard to destroy a highly fortified structure 
' which is constantly firing back! A typical ed defense structure has 
high towers and low, complex bunkers. Two defensive lines usually pro- 
tect ED fortifications. The first includes bunkers (PILL-BOX) designed 
to resist enemy attacks for long periods and to ensure the security of 
the second line. The second line includes high, lightly armored towers 
(LARGE TOWER) capable of firing above the bunkers and destroying any 
attacking units with their heavy weapons. Spread all over the base, and 
covering the entire defensive area, SMALL TOWERS are responsible for 
anti-aircraft defense. 


The ED energy network is based on small nuclear power plants built 
close to different groups of buildings. Each plant is self-supporting 
and consists of two elements - a nuclear reactor responsible for cre- 
ating the energy, and a transmitter to send it to the structures. Since 
the ED never really got into wireless energy transmission research, 
they still rely on inefficient first-generation transmitters based on 
plans that were stolen from the UCS. The transmitters use lots of ener- 
gy, which is why they have to be located within the power plant com- 
plex itself. These transmitters can supply only those structures that 
are located in the immediate vicinity. Structures farther away need 
their own power plants. This is the single most noticeable aspect of 
all ED bases - there's always a power plant right in the middle, sur- 
rounded by various buildings. 

9.6 Mining Resources 

The ED extract their resources in the traditional way. They build 
mines, extract the ore, then store it in special containers. 
Transporters haul these containers either to the refinery for further 
processing or to the Transport Center for shipment to the base. The 
mine, the refinery and the Transport Center are equipped with "convey- 
or belt" flights and containers. Transport Centers also have canal 
locks connecting them to the transporters carrying the ore to the base. 



The specially modified repair module can infect 
the computer systems of enemy structures with a 
virus and then take control over them. Its great 
advantage is that it can take over completely 
functioning buildings without destroying them 


Building Grabber 


9.5 Energy Sup ply 




9.7 Technology and inventions 


Mine with artificial intelligence ► 

Anti-tank mines were always the most potent defensive fore?, but they 
had one major flaw - they destroyed everything within their range, 
including friendly units. This situation changed, however, when scien- 
tists developed the anti-tank mine identification system. Now the ed 
could construct mines that were completely safe for allied vehicles. 
A passive circuit system, installed in every vehicle, reads signals 
coming from the mined regions. Each activated mine sends a low trans- 
mission encrypted signal to an oncoming vehicle to verify its identi- 
ty. If the verification is correct, the mine remains inert. If not, it 
explodes within 0.5 seconds. This system enables ed units to maneuver 
safely within their own mine fields, and has the added benefit of allo- 
wing them to draw the enemy into a mined trap. 

Laser weapons 

The ED has exploited laser technology to develop a highly effective 
cannon that functions by using high-energy laser beams. When using 
these, always follow this rule: don't try to destroy heavily armed 
enemy vehicles with the laser alone, use the beams to heat up the enemy 
unit until its ammunition and fuel reserves simply explode. Point a 
strong, highly concentrated "bundle" of beams at the unit. Don't worry 
- the beams are capable of traveling long distances without becoming 
"unbundled". Although this cannon is great for killing off military 
vehicles, it just doesn't work on stone structures. Stone won't con- 
duct heat! 

ion Cannon 

The Ion Cannon is the ED's second greatest achievement. Taking advan- 
tage of the fact that the UCS mainly uses computer-controlled robots 
instead of human soldiers, the scientists at Kurtchatov developed a 
cannon that would strike directly at a vehicle's electronic system 
without the need to break through its armor and destroy the vehicle 
entirely. After three years of research, the Ion Cannon was ready. It 
shoots out a missile with strong, negatively ionized gas held together 
by an electromagnetic field. An electrical charge ranging from 10 to 
100 MC (Mega Coulomb) is then fired. It discharges upon reaching its 
target, causing electrical systems to completely break down. The vehi- 
cle it hits can neither maneuver nor attack - an easy target indeed! 
And, best of all, the ED experts can easily reprogram the disrupted 
unit and add it to their arsenal. 


* 




Earthquake 


Generator 


This modern weapon of mass destruction is used to destroy enemy struc- 
tures and defenses, it is equipped with a highly powerful generator 
capable of unleashing low-frequency shock waves. 

A structure- subjected to these energy waves quickly begins to sway. 
Strong vibrations, following in short sequence, cause damage or, in 
many cases^, total destruction. The weapon's great advantage is that a 
unit equipped with it can even destroy enemy structures from within a 
tunnel . 


AA'GCin 

This highly effective 26mm flak gun is prized by all ed formations, it 
was developed with a highly modern scope system that brought hit rates 
up into the 73-76% range. By using case-less ammunition, both recoil 
and barrel overheating are greatly reduced, i short, this is the per- 
fect weapon against all forms of aircraft. 


Anti -rocket System 

units equipped with this first-rate defense system are well protected 
from rocket attacks, its secret is a radar and thermo-camera based sig- 
nal recognition of fast moving objects. 


9.8 ED Structures 



Vehicle Production Centers 

Heavy construction machines and civilian vehicles 
are manufactured here. The VPC has its own power 
source, so it's more or less independent of other 
structures. Any basic vehicle (without equipment 
add-ons) can be produced here, its two cannons can 
easily fend off attacks by your enemy's light 
units. Remember to protect your VPC at all costs. 
If you lose it, you won't be able to produce any 
heavy construction machinery to expand your ope- 
ration, and that will eventually mean curtains for 
you ! 



Weapons Production Center 

Here you can produce any kind of battle vehicle 
you want. The WPC isn't particularly well armored, 
so you'll need some kind of special protection 
here. lust as in the case of the VPC, if you lose 
this structure, you'll have no heavy battle equip- 
ment and you'll be fair prey for any enemy who hap- 
pens along! 





Power Plant 

This is a normal, medium-output, ator^ic power sta- 
tion. The reactor has a built-in cooling system,, 
plus a transmitter which supplies energy to neigh- 
boring structures. " 

Your Power Plant has an ingenious automatic safe- 
ty system, so if it takes a direct hit and is des- 
troyed during an enemy attack, there'll be no ato- 
mic explosion to blow your other structures and 
units to smithereens! 

Some tips: ■ ■ 

f 9 gives you the energy range of your Power Plant + 

Green Lightning Symbol - defines energized areas 

Blue Lightning Symbol - defines areas in which you can put up a trans- 
mitter. The Transmitters are connected to the Power Station. 




Mine 

The Mine excavates underground resources. The raw 
materials are packed in airtight containers and 
brought out on a conveyor belt. Then the contai- 
ners are either transported to a Refinery or to 
your Space Port. 



Refinery 

The Refinery breaks down the raw materials into 
components necessary to keep production going in 
your Production Centers. Special units deliver the 
raw material containers to the Refinery. Then a 
conveyor belt takes them inside. 



Research center 

This is where your scientists and engineers are 
based. All kinds of research and experiments are 
carried out here and new technologies developed. 
Every unit or structure upgrade has to be develo- 
ped and tested here and prototypes of new units 
are planned, constructed and then eventually given 
the go-ahead for mass production. Your Research 
Center will give you access to ultra-modern tech- 
nology. 


Note: 

Two Three Research Centers will speed up your research. More than three 
won't bring you any more acceleration and is therefore is a waste of 
your precious resources. 






. ■ 



■Supply Depot 

This is a military center which supplies ammuni- 
tion to your units and structures. It's totally 
dependent on how healthy your bank balance is! As 
soon as a unit's ammunition supply is exhausted, 
delivery will occur automatically. And you can 
have ammunition delivered to any unit you select. 
Units in tunnels won't always be supplied, but as 
soon as they exit the tunnel, ammo-a-plenty will 
be there for them! 


Note; 1 

The Quick/Average/Slow button defines just how fast the deliveries will 
be made. Setting this to slow will enable your transporter to deliver 
its ammunition to more vehicles. 



Ship Yard 

The heart of the Shipyard is a hangar where mari- 
ne units are constructed. This structure should 
only be built at the waterside, at a location with 
space enough to harbor ships and boats and broad 
enough for a lock. 



Pi 11 -Box 

The Pill-Box is a really important structure. 
Heavily armored with great resistance to all kinds 
of firepower, it lies close to the ground in the 
ED's first defensive line. While the Pill-Box is 
doing its stuff, your second lines of defense can 
open fire on your enemies and annihilate them. And 
because it lies so low there'll be no danger of 
your own units hitting your Pi 11 -Box from behind. 
It's dependent on a Power Plant for its energy. 










small Tower , 

You'll only realize just how efi;ective these 
structures can be when you have several of them in. 
operation. Three or four Small Towers are an 
excellent defense against light and -medium heavy \ 
airborne armor. They can also repel infantry 
attacks. But bear in mind that they won't be so 
effective against heavily-armored enem'y infantry, 
simply because you can't mount heavy artillery on 
Small Towers. 



Large Tower 

Here's a huge hurdle for your enemies to cross! 
It's normally equipped with heavy artillery but 
you can add an extra weapon on to this structu- 
re, like maybe a heavy laser, or even large rok- 
kets. A few of these Large Towers placed strate- 
gically will thwart even the strongest and most , 
heavily-armed enemy troops. ’ 



Missile Control center 

The MCC is the control center for the most dange- 
rous firepower of all - the atomic warhead rok- 
ket. You'll need this structure to build firing 
ramps for these rockets. No matter what the 
distance, these weapons will always hit the tar- 
get, since they're aimed by satellite! Not bad, 
huh? You'll find that you'll often need to use 
these babies to successfully achieve your mission 
aims . 



Silo 

This is the firing ramp for your ballistic missi- 
les. It's concealed underground and should always 
be built near your MCC. Ready-to-fi re ballistic 
missiles (and atomic warhead rockets) are stored 
here. lust like in the real world, a ramp takes a 
long time to reload, so it's better to have seve- 
ral of them loaded up and ready to fire. That'll 
increase your firing frequency with deadly effect! 
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rHeadquarters 

This is the strategic control center of the ED. It 
. houses the many, new, advanced strategies to which 
you wouldn't otherwise have access. You can com- 
pletely automatic many command sequences here, 
such as defense, mount-a-weapon , etc. 


Radar 

In the last years of the war, the DCS really used 
the camouflage effect of the SHADOW to great 
effect. The ED had to find an answer to this and 
their scientists came up trumps. They developed 
a generator which destroys the shadow's camoufla- 
ge effect! Mounted on the Radar structure, this 
generator has yet another capability. .. .it produ- 
ces a strong magnetic field which jams your ene- 
my's communications with their Command Center, 
making them leaderless and easy prey for your wea- 
pons . 

■ 

Tunnel Entrance 

This structure handles communication between the 
tunnel system and the surface. It has its own 
generator, so it doesn't need a Power Plant. 


Landing Zone 

This small structure marks out landing areas for 
heavy transporters. It has a strong signal trans- 
mitter which enables it to guide planes in safely 
at night or in thick fog. 


Note: 

This structure is absolutely vital for transpor- 
ters en route from mission area to base and vice- 
versa. 






H Artillery 

This is a stationary ED arti 1 1 ery , battery . its 
builders focused on creating a weapon with the. 
highest possible destructive capability The 
result was a slight reduction in range. ‘A shot 
from this weapon releases two 356mm cluster 
shells. Originally designed to destroy heavily 
fortified enemy positions, the artilTery is also 
useful in the defensive against concentrated enemy 
attacks. 


Recycler 

This hydraulic press is used to extract material 
from old, destroyed units. Since the only by-pro- 
duct of the recycling process is steel, a demo- 
lished unit is only worth half its production 
val ue . 



y|i-unar corpofi 


John Fisher was born in 1976. Since his early childhood he had been fas- 
cinated by the cosmos, spending his days dreaming of space flights and 
inventing new technology. The walls of his small bedroom were always cove- 
red with science fiction posters, unfortunately, his dreamy nature didn't 
endear him to his teachers, and he was generally considered a poor stu- 
dent, despite an occasional good grade in math or science. After finis- 
hing high school, he entered state university and got his college diplo- 
ma. Then he took up a job as a scientist in a small private laboratory. 
Although the pay wasn't bad, something was missing. The child dreamer 
could hardly be content devoting his life to doing trivial analysis jobs 
for whatever large corporation happened to be paying the bill. He knew he 
didn't have the patience to be an inventor, but he still wanted to achie- 
ve his most avid schoolboy dream to take mankind into space. But 

how could he turn this quest into reality? His lack of money ruled out 
establishing his own research center. So he abandoned the "go it alone" 
approach and put his greatest asset - his passionate, contagious belief 
in THE DREAM - to good use. within a few months he had convinced 10 weal- 
thy, famous industrialists to sponsor his project, soon he had assembled 
an efficient research team whose members had been thoroughly infected by 
Fisher's optimism. In 2002, despite his young age, he was appointed head 
of the Lunar Corporation. At that time the corporation, or LC as it was 
affectionately referred to, was growing rapidly, making tremendous tech- 
nological strides. This culminated in 2012-2014 with the LC taking over 
the American organization, NASA. As the new holder of nearly all space. 
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patents (the most important Russian ones were acquired soon afterwards) 
the LC was nqyv in a position to take the first major step into the unknown. 
In 2025 construction began on an orbital city. After more than a few tri- 
als and tribulations, in 2034 one of Fisher's dreams came true - orbital 
city I was officially opened. 

And the Grand Opening came not a moment too soon, for the situation on 
Earth was deteriorating rapidly, storm clouds - in the form of political 
tensions and an ever-deepening economic depression - were gathering on the 
horizon. The LC was able to charge exorbitant sums from the wealthy for 
'tiny residences in Orbital City I. With its coffers overflowing and a long 
waiting list, the LC began construction of orbital city ii as well as the 
far more ambitious Luna Project, which would create the first permanent 
settlements on the Moon, in 2040 it became clear that war was inevitable, 
and the only guarantee of survival was to move far away from the coming 
atomic bloodbath, so work on orbital city ii was suspended and all resour- 
ces poured into the Luna Project. Soon the LC was busily transporting com- 
pleted materials to the Moon. 

work on the lunar city, now known simply as Luna, progressed rapidly, with 
people moving into each new sector the moment its construction was com- 
plete. When war did finally break out in 2048, all orbital city i citi- 
zens were moved to Luna and the Lunar corporation severed all contact with 
Earth. This was the start of the city's existence as a self-sufficient, 
independent community. It was governed by 10 people on the Supervisory 
Board of the Lunar corporation. The now gray-haired John Fisher was voted 
in as the first president. 

But all was not rosy. Cracks in the facade appeared as time went by. The 
majority of the inhabitants had been extremely wealthy people who had led 
very comfortable lives on Earth. Now forced to live in rough, primitive 
conditions and do hard, physical labor, they started grumbling - loudly. 
The Supervisory Board passed a serious of edits designed to tighten dis- 
cipline and force obedience from the citizens, in response, the citizens 
revolted. The aging president was removed from power. His declining health 
had long ago turned him into little more than a figurehead, it was cle- 
arly impossible for him to take full control of the situation. The rebel- 
lion was suppressed in a sea of blood and its ringleaders killed by sim- 
ply pushing them through an air lock without spacesuits. A few weeks after 
that, John Fisher died. Despite all that had happened, his loss was mour- 
ned by the entire colony and served to stifle the aggression of the two 
opposing sides. A rather uneasy truce was called, and this brought sta- 
bility to the colony. The community then elected a judge to the 
Supervisory Board. His duty was to stop friction between the population 
and the government. He was empowered to remove the membership status of 
any Supervisory Board member whose attitude or deeds might destabilize the 
colony. But he was not entitled to participate in the day-to day running 
of the colony. This form of government strengthened national stability and 
discouraged political intrigue. Each member of the Supervisory Board knew 
that any attempt to strengthen his own position could put an end to his 
career. John Fisher's son, Natan, well tutored by his father, became the 
new president. 

A new order had finally arrived and with it a new philosophy was starting 
to take root. The maxim was, "a man's worth as an individual is based on 


the benefit he brings to the society". A citizen's, status was defined 'by 
his knowledge, skills and diligence - and how he put those. to work, upon 
leaving elementary school, each child was given a test for individual, 
skills and coaxed into the occupation deemed most beneficial to the^ colo- 
ny. In the social hierarchy scientists were clearly at the top^ since they 
were responsible for the colony's future - after all, the colony owed its 
very existence to solving the many problems associated with life in space. 
To improve these living conditions, several research groups "were formed 
to begin examining the Moon's surface, in just a few months, the scien- 
tists from Luna's Research center succeeded in developing technologies 
essential for the colony's survival and evolution. ■ - 


In 2061, a scientific expedition encountered a series of caves with' a high 
radiation level. More research uncovered a deserted alien base. This dis- 
covery spread panic throughout the society. A special group was immedia- 
tely created under the leadership of Prof. Atomi Hakura and a makeshift 
laboratory was built near the caves. The research lasted for many years, 
with the laboratory gradually expanding until it became a separate city 
itself. It was given the rather uninspi red name Luna ii. 

Around this time a wrecked alien space ship was found off the coast of 
Mare imbrium. Extensive examinations showed that it possessed an unknown 
form of propulsion. To discover just what secrets lay behind it, a spe- 
cial team consisting of the best specialists in particle physics was cre- 
ated. Finally, after 6 years of intensive research, the scientists proud- 
ly presented anti -gravitational propulsion to the lunar colony. 

Extraterrestrial technologies were not the only field to capture the 
scientists' interest, however, in 2070, some very peculiar crystals had 
been discovered. They expanded very rapidly when placed in a strong mag- 
netic field and could absorb elements from the ground around them. Further 
research proved that utilizing these crystals in the construction of vehi- 
cles and buildings was a very inexpensive way of enhancing their resi- 
stance. 

At the end of the 70s, Prof. Hakura was in charge of a Mars terra-forming pro- 
ject and in 2085, the first unmanned anti -gravitational ship was sent to Mars 
on a fact-finding mission. More ships were sent in 2090. Their mission over 
the next 100 terrestrial years was to make Mars a great place to live. 

while this was going on, the scientists working on alien technology dis- 
covered how magnetic shields operated. This enabled construction of space 
ships capable of interplanetary travel without exposing passengers and 
crew to solar radiation. 


Hope spread through the colony like wildfire, could the population exo- 
dus plan drawn up by the Board really be feasible? The next 50 years were 
spent sending ships to Mars in order to create living conditions suita- 
ble for human beings. A man-made greenhouse effect increased the tempe- 
rature to 15 °c, rising a little each year. The scientists predicted that 
in 20 years they could melt the ice cap to provide enough water to sustain 
life on the Red Planet. 


In 2150 the long-dreaded Great War finally broke out, sending Earth down 
a headlong path towards destruction. And this cosmic disaster would even- 
tually engulf the Moon as well. Faced with this horrifying reality, the 
citizens of Luna turned their efforts to constructing yet another home - 


one far enough away from the long-suffering Blue Planet. But for this pro- 
ject they wijl need lots, of natural resources, far more than the barren 

Moon can offer. So it's back to Earth, and off to battle... 

* 

10.1 LC Arsenal 

when the Great war broke out in 2150 the LC, having never been invol- 
ved in con-flict, had no army whatsoever. So conventional weapons pro- 
duction had to start in a hurry. The weapons they did produce were of 
little help, though, since the units to which they were given hardly 
knew, how to use them! It soon became painfully clear that rifles and 
rockets just wouldn't do against an experienced enemy - the LC had to 
make up in technology what it lacked in fighting skills, so their high- 
ly creative scientists started coming up with advanced forms of wea- 
ponry. Their first success was the development of a sonic cannon, based 
on components from the drilling rigs. Another giant step was the deve- 
lopment of an electro-shock cannon, which could quickly destroy enemy 
units' metal casings. 

More research led to even more breakthroughs, one of the most dazzling 
was the development of a cloud cover control system, which could be 
used to accompany an offensive against an enemy base. Then came some- 
thing truly ingenious - a meteorite shower control system for bombing 
enemy bases from space! 

10.2 LC units 

since the Lunar corporation had to build up an army from scratch, they 
saved time by converting their civilian vehicles to military ones by 
mounting cannons on them. The vehicles are all anti -gravity -propul- 
sion based. Most are equipped with weak moon generators, allowing them 
to float 1 -2 meters above the ground. Future models will have stron- 
ger generators, allowing them to operate at any height. 

LUNAR 

This is a light, unarmored vehicle used for recon- 
naissance. Being equipped with light weapon 
systems, it's not too good in combat situations. 
But its power shield generator and easy maneuve- 
rability make it a fantastic escort vehicle. 


MOON 

A very fast, lightly armored vehicle. A power 
shield generator and light weapon systems can be 
attached, making the Moon a powerful combat unit 
at a good price. 







CRATER , 

When designing this vehicle, the ,LC engineers 
sacrificed speed for power, and equipped it with, 
heavy armor and a power shield generator. The 
decision made Crater the most resistant of all LC 
units. And it's been adapted to carry high-cali- 
ber weapons that should guarantee its success in 
the heat of battle. 



CRUSHER + 

This typical attack vehicle is designed to inflict 
huge losses on the enemy in a very short period of 
time. By reducing the energy consumption of the 
power shield generator, the engineers have made it 
possible to attach two heavy weapon systems. 
Because its armor is only average, the Crusher is 
unable to spend a long time under direct fire. 
You'll need to protect it with an escort of smal- 
ler, heavy shield-equipped units, like the Lunar. 



METEOR 

This light fighter is the first model equipped 
with a modified anti -gravity generator capable of 
rising to any altitude. It's used for reconnais- 
sance operations and to repel enemy bombers. 

Due to the engine's high energy consumption, the 
Meteor is not equipped with magnetic shields. For 
purposes of attack, it comes equipped with a 
machine gun or light rockets. 



THUNDERER 

Here's a huge, very slow, anti-gravity craft 
equipped with heavy armor. The modified engines 
allow it to fly at any altitude, so it can reach 
into the heart of an enemy base. Heavy rockets and 
sonic cannon make it the ideal unit for air raids 
against enemy troop concentrations. 







.FAT GIRL 

This is a mobile container, driven by a strong 
fragmentation motor which has been adapted from 
that previously used only be orbiting stations. 
The maximum lifting capacity is 3600 tons. Maximum 
speed is 18 km/h. Thanks to her strong engine, you 
can mount up to 4 light guns of any type. This 
makes Fat Girl an unbelievably effective front- 
line unit. 



SUPER FIGHTER 

The LC builders made it their goal to fill the gap 
between the fast and maneuverable, but thinly 
armored Meteor and the heavily armored, but very 
slow Thunder. The result is the Super Fighter. 
Equipped with a rocket flak system, this is an 
ideal weapon against enemy aircraft. 



NEW HOPE 

This light reconnaissance vehicle was based on the 
Fang unit, the pride of the LC. The New Hope isn't 
quite as powerful as its predecessor, but it has 
still managed to prove its value in some tight 
spots. Its ability to repair itself is particu- 
larly impressive. Even after suffering extreme 
damage to its epoxy armor. New Hope needs only a 
few seconds to become fully battle-ready again. 
This unique feature is the result of a complex 
fiberglass pressing and hardening system. 
However, the unit has one fairly large disadvan- 
tage; there is no facility for mounting a weapon. 
The synthetic armor allows neither welding nor 
riveting. So an impulse emitter is built into the 
chassis during the production stage. Tests have 
shown that this is the only weapon whose recoil 
doesn't tear New Hope's synthetic material. 

New Hope is a support unit. Used wisely, it can 
have a decisive effect on your entire offensive. 
But you'll need to develop an elastic strike-and- 
retreat strategy. 


^62 









TRANSPORTER , 

This light transport unit uses an ant^i -gravitation 
propulsion system. Its main task is to provide, 
aerial evacuation of threatened and/or damaged 
units from the battlefield. ■ 


TUNNEL DIGGER + 

Their enemy's ability to attack through tunnel 
systems, and the strategic advantage this brings, 
has long been a source of frustration for the LC 
leadership. So they ordered industrial plants all 
over the Moon to begin Rc&D work on a new genera- 
tion excavation unit. Of the three prototypes 
delivered, the "Xeno Irid" model from Adams & , 
Novok lei. got the go-ahead for mass production. ■> 
A series of tests proved the unit's worth as an 
all-terrain vehicle as well. Plus, the unit is 
extremely durable - the pendulum engine can remain 
in operation for 120 years, while the ceramic- 
plastic outer frame is designed to last at least 
250 years. 


The Lunar Corporation built their structures with one thing in mind: 
"get the best functionality from the least material". For defense 
against enemy attacks, they equipped all structures with light cannon. 
To protect other objects they created two types of buildings: the 
Defender and the Guardian. The Defender is a small structure with two 
light cannon, usually assigned to anti-aircraft defense. The Guardian, 
on the other hand, is a very solid structure equipped with two heavy 
cannon capable of repelling attacking ground units, using two cannons 
really increases the structures' effectiveness. 

Living in space, the LC have always been on the cutting edge of inno- 
vation. Their lunar bases and light vehicle crews are protected from 
space radiation by magnetic power fields, with some slight modifica- 
tions, they can be used to disperse laser, ion or plasma beams. These 
magnetic power fields have one fantastic advantage - recharging them 
is fast and easy! 



10.4 Energy sup ply 

Not surprisingly, given the Moon's almost complete lack of fissionable 
material, the Lunar Corporation's energy supply comes from solar power 
stations. Getting this system up and running on Earth posed some tri- 
cky problems, particularly with the shorter day and night cycles. Also, 
unlike the Moon, the Earth has an atmosphere, and frequent cloud cover 
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drove the LC scientists crazy at first. But, as always, they managed 
to adapt. Th^ first problem was solved by adding battery structures to 
gather the energy reserves during the daytime hours for use at night. 
Effective weather control systems solved the cloud cover problem. Now, 
enormously efficient transmitters send this power directly to LC struc- 
tures. The power and range of these exceed that of anything ever inven- 
ted on Earth. 

10.5. The LC and Solar Energy 

unlike the other 2 sides, the LC does not need to set up its structu- 
res near solar power plants. These plants cannot create energy on their 
own -'they need to be equipped with solar cells. You can produce these 
by selecting a solar power plant and clicking on the "solar Battery" 
button (or by pressing the "B" key on the keyboard). Now place the bat- 
tery near the power plant. Keep in mind that each power plant can have 
up to 10 cells. 

At night, or on cloudy days, the power plants literally run out of 
"juice". That's when you use your batteries. These store the energy 
built up during the day and release it at night or during times of 
cloud cover. 

10.6 Mining Resources 

The Lunar Corporation operates fully automatic mine-processing facto- 
ries. The machines mine ore and process it into the required materi- 
als. since the ore is processed at the same time it is mined, there is 
no need to transport it. This is the fastest and most streamlined 
method of obtaining the materials the LC needs for Earth-based opera- 
tions. 

10.7 Technologies and invention s 

Electro-Cannon 

The electro-cannon operates on the potential difference principle, it 
generates a powerful negative charge that is sent to a target over a 
previously shot wire, it can be likened to a clap of thunder. The char- 
ge can totally damage a unit, while leaving the armor intact. Just like 
an Ion Cannon, the target is electrically jammed for 2 to 10 seconds, 
during which time it cannot fire or maneuver. A power shield can cap- 
ture and defuse an electrical charge, but that shield will lose more 
and more power with every shot. 

Sonic Cannon 

Here's one of the best examples of how the LC has adapted existing 
technologies to military needs. The msh 12 sonic hammer, used on the 
Moon to break down huge rocks in the mines, was converted into one of 
the Lunar Corporation's best weapons. A sonic cannon operates on the 
microwave generator principle. Resonance wave oscillations that occur 
within range increase the target vehicles' temperature, leading to com- 
plete destruction. But the sonic cannon won't inflict any damage on the 
LC's own vehicles and structures, since these have special protective 
materials, sonic and laser cannons are based on the same principle, 
though there is one major difference, with a sonic cannon, you can 


heat-blast all enemy vehicles within the blast's range, not just one 
at a time. And you can do this without damaging your pwn vehicles! 
units equipped with sonic cannons are usually best placed in second 
line formations, but can also fight from behind walls and anti-tank 
barriers. ■ ^ 


Crystal Based Armor 

In 2070, a group of geologists came across some very peculiar crystals. 
They could expand unbelievably fast if placed in a magnetic field and 
could even absorb elements from the ground. Further research proved the 
crystals to be a very cheap method of constructing extremely resistant 
vehicles and structures. "Shaping" the crystals is done by af)plying 
electromagnets to them until they reach the required shape and size. 
The crystals can also be used to repair damaged units and structures. 


Magnetic Shield 

In 2098, Lunar Corporation scientists made another fascinating disco- 
very. While examining an alien base found on the Moon, they registe- 
red some magnetic shields. Taking the samples back to the lab the LC 
developed a new technology for providing protection from solar radia- 
tion. This breakthrough promised to replace heavy armor with far ligh- 
ter magnetic shields. The increase in maneuverability would make LC 
vehicles that much more deadly. 

During the first military operation on Earth, magnetic shields were 
used extensively to protect LC vehicles from the ed's laser cannons. 
But to the surprise and disappointment of the LC scientific brains, the 
experiment failed. The shields wouldn't work in the Earth's atmosphe- 
re and the ed's cannons had a field day. So the LC went back to the 
drawing board with a new priority - build a power shield generator 
capable of producing a stable magnetic field and amplify that field to 
absorb as much energy as possible. 


Anti -gravity 

Research on anti-gravity propulsion started shortly after an anti-gra- 
vity alien craft fell into LC hands. Even with this stroke of cosmic 
good luck, it still took the scientists from Luna II 6 years before 
they actually managed to build a prototype anti -gravity engine. But, 
once completed, it revolutionized lunar transport. The older, outdated 
rocket engines and wheel /caterpillar-type tracked vehicles were made 
obsolete by these new units. At first, this increased speed and maneu- 
verability gave the LC army a tremendous advantage in military opera- 
tions on Earth. The LC's enemies were baffled. But the anti-gravity 
generators were developed on the Moon, and were a little too weak for 
Earth's gravitational pull. So the engineers went back to the drawing 
boards. When the on-going research into this problem is completed, the 
LC will have total airspace control. 


Earthquake Generator 

The laser system used previously for tunnels and ditches found its way 
into the UCS arsenal. It was reworked, modernized, and adapted to a 
heavy chassis. The first tests showed the new weapon's deadly potenti- 


a1 - it can even topple heavy structures made of concrete and steel in 
just a few seconds. 

Building Grabber 

The specially modified repair module can infect the computer systems 
of enemy structures with a virus and then take control over them, its 
great advantage is that it can take over completely functioning buil- 
dings without destroying them. 

■Anti -rocket System 

This ' excellent defensive system is mounted onto units and structures 
which 'have two mounting bars. The system is capable of deflecting 92.6% 
of all enemy rocket attacks by detecting the thermal tail of fired 
rockets. The effect has been increased by adding saturation and selec- 
tion sensors. 

10.8. LC Structures 

Main Base 

The LC builds all their heavy construction, civi- 
lian and military vehicles right here. Any object 
developed and tested in the Research Center can 
also be built here. The Base is thickly armored 
and has cannons to fend off attacks by lightly 
armed enemy units. The main building has its own 
generator, so it can operate without external 
energy supplies. You must protect this structure 
well. If you lose it, and your heavy construction 
and military vehicle reserves run out, the battle 
is over. 


Solar Power Plant 

The LC Solar Power Plant is a technologically 
advanced structure consisting of a generator and 
several ergonomically designed and very powerful 
solar batteries. The plant has a high performance 
transmitter, capable of providing energy to 
distant structures. Extra energy is sent to bat- 
teries for storage. These batteries run the base 
during daytime hours. The plant's capacity is based 
on the intensity of the sun's rays. At night the 
reflective plates fold up and wait for sunrise. 




Note: 

This structure doesn't actually create energy! For this at least one 
solar battery is needed. Click on the "Add Battery" button to equip the 
plant with a battery. 




Battery 

This is a battery with huge capacity. Its oiily 
task is to store excess energy during the day for. 
use at night. It has a high power transmitter, 
which can supply energy to structures .^many kilo- 
meters away. If it's destroyed, parts of your base 
could lose power completely, ruining all your 
defensive plans. 


Mine 

For obvious reasons, this high-tech structure 
should be built very close to ore deposits. LC 
mines are capable of extracting and processing ore 
simultaneously. In other words it's a mine and a 
refinery in one. If you lose it you'll be unable 
to supply raw material to your military and civi- 
lian infrastructure. 


Research center 

This is where your extremely inventive LC scien- 
tists and engineers are based. R&D tasks for all 
new technologies are carried out here. Every unit 
or structure upgrade has to be developed and 
tested here and prototypes of new units are plan- 
ned, constructed, and then given the go-ahead for 
mass production. Without this structure you will 
lose access to the latest technology and probably 
the war as wel 1 . 


Notes : 

Two or three Research Centers will speed up the R&D process. More than 
three won't bring you any benefit and are therefore a waste of your 
precious resources. 









■ Aerial supply center 

An Aerial Supply Depot is a supply center. 
Transport helicopters use this as a base for deli- 
vering ammunition for heavy weapons to units and 
structures. The more money you have in your 
account, the more often you can make these deli- 
veries. This is also where vehicles damaged in 
battle come for complicated repairs. 


Notes : 

The buttons Quick/Average/slow determine the speed with which the 
structure reacts to incoming delivery requests. The slower the reac- 
tion time, the more vehicles the ammunition transporter can supply. 


Guardian 

The Guardian is the most heavily armored structu- 
re in the game. The double-ringed defense tower is 
fortified with two heavy cannons, making it indes- 
tructible for all but the most heavily armed 
attack units. Since the tower packs a serious 
punch, it can usually repulse attacks quickly and 
successfully. Only concentrated attacks by well- 
equipped enemy units pose any danger. Because of 
its strength, you should set up the tower near the 
Main Base or other strategically vital structures. 


Defender 

single Defender structures are too weak to defend 
themselves against enemy attacks. But there's 
strength in numbers. If you set them up in groups, 
one next to the other, they can ward off attacks 
by lightweight planes and other weakly armored 
units. If you place them in large unexplored ter- 
ritory, they act as a good early warning system. 


Headquarters 

This is the LC strategic command and control cen- 
ter. This structure opens the door to lots of new 
strategies that you otherwise wouldn't have access 
to. The Headquarters is needed at different points 
in the game in order to successfully complete mis- 
si ons . 












SDi Defense center 

This is another structure you must^ have as the 
game advances. Its purpose is to defend your posi-. 
tions against attacks by weapons of mass destruc- 
tion. If a nuclear missile is shot in your direc- 
tion, special detectors designed specifically for 
this purpose will track the missile's flight path 
and unleash three high-powered laser shots at gust 
the right moment. The incoming missile explodes in 
the air without damaging your units or structures-. 
The only drawback to this system is that the detectors have a somew- 
hat limited range. That's why you should set up your SDI Defense 
Centers at equal distances from one another - ideally close to stra- 
tegically vital structures (i.e. those without which you cannot pro- 
perly continue the war). 


Landing Zone 

This small structure is used to mark landing areas 
for your Heavy Transporters. Thanks to its strong 
radio transmitter, Transporters can find their way 
even at night and in thick fog. 




Weather control center 

This is the LC's answer to the usual weapons of 
mass destruction (like nuclear and plasma wea- 
pons). The WCC is capable of radically altering 
weather conditions. It can start a long rain sho- 
wer, suddenly send the temperature soaring, or 
unleash a thunder storm. In other words, the LC 
has managed to turn weather into a weapon. Use 
Rain to flood low-lying enemy territory - des- 
troying all units and structures in the process. 
Use lightning to take out those at higher eleva- 
ti ons . 

As the game progresses, it will get more and more difficult to summon 
the forces of nature. The closer the Earth gets to the Sun the drier 
the planet becomes - until rainfall is a precious commodity. 
Nevertheless, the Weather Control Center does not completely lose its 
usefulness. It can take over the control of meteorite showers and redi- 
rect them toward enemy units and structures. 

Notes : 

This structure is powered by electricity. Right after you've built it, 
the WCC will start loading up its batteries. Once they're full, the 
structure is ready for action. The control panel will display these 
buttons : 







sun - Sweeps, the clouds away. This in turn increases the output of your 

Solar Power Plants. 

*■ 

wind - Brings strong gusts to the entire map. This hinders any enemy 
air strikes. 

Snow - (wo'rks only in snowy terrain) Starts a serious snowfall. 

Rain - (works only in Spring and Summer terrain) Starts a downpour, 
which greatly reduces units' speed and maneuverability. 

■ ' 

Lightning Storm - (works only in Spring and Summer terrain) Starts a 
thunder storm. Lightning will wreak havoc on enemy vehicles and struc- 
tures. 

Meteor shower - (works only in volcanic terrain) Starts a meteorite 
shower, which destroys enemy units and structures. 


Xyrex Power Plant 

while developing the fission power plant, the LC 
scientists used a method of energy creation far 
different from that used in traditional power 
plants. They placed underground electrodes, which 
short circuit when they come into contact with 
xyrex. The electrode is then pulled back a certain 
distance, generating energy. To reach the output 
of a typical atomic power plant, over 2000 elec- 
trodes are needed. One of the technologies biggest 
drawbacks is the short lifespan of an electrode 
and the subsequent need to constantly replace 
them. 


Artillery 

The LC artillery piece is without question the 
most significant achievement of the lunar buil- 
ders. This meisterwerk of military science has an 
extremely long range, which means it can hit enemy 
targets without being endangered by return fire. 
To get this distance the caliber was reduced to 
122mm and ceramic-cased ammunition is used. A 
target scope that combines a satellite positioning 
system with a laser-guided terrain modeler has 
raised hit rates to 90%. 







Recycler 

Life on the barren Moon has given the Lunar. 
Corporation unique experience in the field of reu- 
sable resources. Before the war this ..was- mainly 
focused on recycling plastic and glass - the two 
mainstays of lunar construction. Recycling steel 
posed some tricky problems at first, particularly 
since metal objects were seldom found on the Moon 
in pre-war days. This is why the efficiency of 
unit recycling is still relatively low at ■ about 
50% of the unit's previous value. + 



Nest 

This light defense building is made of hardened 
plastic and steel plates and is ideal for all 
types of terrain. Nest comes equipped with a laun- 
ching ramp. 


11 Skirmishing with the computer 
and the Network Game. 


The ski rmi sh Mode 

In this mode, you can fight skirmishes in which you call the tune! Used 
for network game-training, you play under network rules and on speci- 
ally designed battlefields. You can also choose fields you created in 
the Editor. 


The start screen: 

The start screen is divided into 4 columns, in the first column, you 
have a list of accessible buttons and a description of the one you 
select. It'll tell you what that particular button means, the amount 
of raw material you have available and how many players are taking 
part. 

The second column gives you more information about the map you chose. 
The information you get depends on the game mode you selected. 

The third and fourth columns contain player information. Here you can 
decide how many computer opponents should play and how powerful they 
should be simply by changing the current values, in the fourth column 
you can select your side and that of the computer opponent, 
when you've finished defining your parameters, click on START GAME to 
commence playing. 






t 





The LOAD button loads a previously saved game. But you can't load a 
game saved by another player. 

BACK'win return you to the Main menu. 


The Network Game 

This mode lets you test your prowess against human opponents. To start, 
select MULTI-PLAYER in the main menu. Now select or create a player, 
just like in Single Player mode and carry on. A network parameter 
selection window will be displayed. You'll see some settings in the 
network parameter window. These settings depend on the current confi- 
guration of your computer. 

If the window's empty, check to see if the network parameters are 
installed and if DirectX has been installed properly, 
select a parameter and click on initialize. But remember to choose a 
parameter which all players have. 

After parameter initialization, the game session selection window will 
be displayed. 


Here you can create your own network game or join a current game. The 
current games are displayed in a small upper window. 

To join a current game, select one from the list and click on join. 

To create your own network game, enter your name (or a password) and 
click on CREATE NEW SESSION. 

Defining Game Parameters 

The game leader defines most game parameters. The others can only make 
decisions about their own game particulars, while parameters are being 
set, the players can keep in touch by way of the Message window which 
always remains active, when you type in a message and press Enter, all 
the players will receive it. 

when all game parameters have been defined, the player who created the 
game clicks on start game and off you go! 
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11.1 General Multi -pi aver information 

when you take part in a multi-player game or play on a PC that barely 
exceeds the minimum requirements, it's quite possible that the game J 
could go slower than usual, particularly when multiple units are firing 
on the screen. For this reason, we recommend you set your unit limit 
at 20,000 CR max. 

Make sure the host of a multi-player game is always the one with the 
fastest computer, in addition, you should take care not to run The Moon 
Project in too high a resolution on the host computer. The more AI 
players, the slower the game will be, since the host computer will need 
to process large amounts of data. 

To make the game runs better you should reduce the screen area. Click 
on "OPTIONS", then on the "GRAPHICS" tab and slide the bar all the way 
to the left. You can also turn off graphic effects like snow, rain or 
fog. Turning off the soundtrack is another good way to improve per- , 
formance. 

11.2 EarthNet 

To log into the EarthNet chatroom you'll need to chose the option 
"EarthNet server" from the "Multi-player" menu, when you see the ser- 
ver selection window, click on EarthNet. 

In the EarthNet chatroom you can communicate with players currently on- 
line. To get more info on a player (i.e. user) just double-click on 
the name in the upper-left list. You can get a list of additional cha- 
troom commands by clicking on HELP in the Chat bar. 

when you're in the EarthNet chatroom look to the right and you'll see 
the current rankings: "Top Week" shows you the week's best players, 
"Top Month" the best of the month, and "Top server" the all-time best. 

want to start a new game? No problem. lust click on "new game" and 
select your desired game type, number of players, research speed, etc. 

want to start up an old game again? Ditto, no problem, in the selec- 
tion window at the lower-left click on "games". Double-click on the 
desired game to get into it. 

In some cases you'll need to enter a password. 




MULTI-PLAYER GAMES THAT CONTAIN SCRIPTS CREATED 
WITH MOONC WILL BE MARKED WITH A RED STAR: THIS 
WILL LET YOU AVOID GAMES WITH CHEAT-SCRIPTS . 


12. Keyboard Commands 

(default settings) 

-» fpll - Construction Panel 
-» - Research Window 

-» - Change Structure's Weapon 
-» - Show Energy Range i 
-» [ f12] - Show Tunnel - ‘ , 

% 

IaltI + (12 - Qui ck save 
IaltI + [f 2] - Load came - ■ 

(Key [’* ] deletes a . 

selected game) 

Game Speed: • , 

^(Numeric keypad) [|+3/[lD 

- Increase /'decrease 

^(Numeric keypad) (~X~| 

- default . . ' 

(Numeric keypad) [Num| Lock 

- Pause on/off 

Groups and Platoons: 

-»l CTRL) +in 

- assign highlighted units 
*to group 1 

^(~jT~l - Select group 
^ 2x m - Pan to group 1 
^[p]- Assign highlighted units 
to platoon 

-» [altI +f~]ri- Select platoon 1 
-> 2x |a^ +[i] 

- Pan to platoon 1 

Camera: 

-» (tab) - Switch between 

tunnel /surface view 
-» (space! - Pan the camera to the 
last message 
(base or unit) 


^(Numeric keypad) (~(~] - Point 
the camera north 
^(Numeric keypad) f0~) - Pan the 
camera to the selected unit 

^(U - Automatic camera "follow 
mode" on/off 

- Switch between Main Base 
and mission area 

^[vj - 3 window mode 

Unit Selection: 

-»f71 - Select all units 
within view range 
-»(~i~| - Select all air units 
within view range 

- sel ect all ground-based 
units within view range 

Main Control Panel: 

-» [ alt ) - (~^ - Turn Main Control 
Panel on/off 
-» [ alt ] - (1^ - Turn Mini-map 
on/off 

Unit orders: 

- Attack 

- Escort unit 
-»(1T~| - Hold position 

- Cancel orders 
-»(~^ - Request ammunition 
-»(~^ - Accept orders 

- Carry out orders 

Hold both mouse buttons down and 
move the mouse forward and bak- 
kward to scroll a text window! 
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